^COMPUTER GAMES FROM 



RELEASE DATE: 
8th MARCH, 1988 



mm 



HIT-PAK are proud to present "Ten Hit Games" in one present- 
ation pack. Five cassettes for only £9.99 is unbeatable value for 
money- (Also available on Disc formats). A superb collection of 
Action Games producing hours of captivating entertainment. 
Released in the UK on 8th March 1988 - Don't miss this 
opportunity, get your copy now! 



SABOTEUR 

Enter warehouse. Avoid dog*, rjiunh, and ceiling mounted inli 
personnel weapons which are guided by Midm r.amvwn^ Crtrts 19 
other tide of Itie warehouse You may have to u*e mmo computer 
terminals la unlock Awn (eel it skill level 1 theaghl G» dawn 
t*w*f* Ofl yoar kwmn you should try to find 1 hidden time-bunti 
•nit wry it l* m* urviargreand tomputar centra Uu two mini 
trains which connect *ewtrt to computer certoro Take (or swap 
lime-bomb withf the diik, then escape by hah capisr which ■■ in the 
rotrl oi the warehouse I you'll have la climb Hie irn nctimns and tump 
across bit gantries on ilia hap now - don't be highleneB of jumping- 
Off J tcrtwt.l 



SABOTEUR li 

You leke the rale ol the Ninja't b*au4ihjl tartar, who must avenge 
her totally wounded brother En SABOTEUR I" he broke into ihc 
central securiTy faniEding and stole a computer disk that contained 
■Wit 04 tilt nM leader*. Tlii dish elan held rnfarrrratHHi about 
Ida dictator * huge mttikt UM Yoto niuhf-lime mission h to hand- 
glide into tliii high security comple* ol WdHne* and underground 
passages Invar TOO screens), inarch For the pieces el punched 
compiler tape Uriel control Ike missi to-s Night path, redinel it 
before faiest-uH. than escape try motorbike down the one end only 
writ tunwL Th* site it guarded al nigh* by massive android guard* 

wilh Name Ihrowiws. ."impirr h.ifs. nnd ikarlly b*»ck puma-5 



SIGMA 7 

Taka-off Irocn four bate aiut Iky to the nexi tottnry f ighting four way 
through die space-mine derence* as you art. Tht di*tonce between 
the space etaliunii end the number ol space-mines increases with 
each new slap*. Bonus points are awarded lor rJoilTnyinfl tamp lata 
Wart* ol minus Once into the (ectory eree, the player men move 
around clearing the pathway* Balance mini min« rapidly home-™ 
ntacl, though diet may H"*- At 

tern of fixed marten i* repealed. This 



to bciFI simply by making contact, though riiey may lie sJioi lint As 
' a paths are cleared s pattern of fisted marker* it revealed This 
n MUST BE MCMBHISE B and subsequently entered an the 



control unit. Score n awarded tor destroying robe-mines, end the 
Iiim>ix (tr« sliuwn orei the « plosions. Bonus points are awarded m 
proportion to the arta ol pathway ctenrod n iti* nmc limit is 
exceeded lie die counter at ch* top hah of the screen wo* mol 
Hhni all remaining "rives" are last and Ike game audi. 



CRITICAL MASS 

Keep I tying] towards the right of your screen. Avoid all rocks and 
minis Welch out lor incoming] aliens and shoot to fcilP. botdOn'l 
waste energy Wyom croft net* destroyed. Than «se your pH-patk 
and follow the pointer it th* boflwn of th* screen lid you lin<J a new 
shin in a replacement pod | juvi land en rhe smalt round pad next to 
itl When you came to me wall man up the screen, wart tor and than 
shoot the robot guard, then keep movino. (lo e void the guided plasma 
bollsl and shoe! the lurrat in the middle of dm two torca pjetas, then 
move thfoa|h qukli ly . When you get to die anti-metier convener lly 
ip rmrM jlhit 0>1>*1 ton nfrHh m l) men ipm Bri>und and shorrt 
the prism-shaped energy concentrator lust at ir it (akLng-in aaargy, 
hefbre you gat sucked-in and vapnarised 



AIRWOLF 

As Stf inghjUow H*wki, * tafflW Vkrtoam ckoppet pilot, aad rhe 
only man in the free world trained to Iky the biHton-dollar hehcopler 
j-MRWdLF you have been isaipjned a daivgerous rescue mission by 
Ihe HflM Five important U.S. scientists are baino held hostrge deep 
in a subterranean base beneath the scorching Arijgn* dr«tn Ai 
Hurt* ywi nttst fluid* ArflWOtf win* Ml ttHtt oaeuhilitiai. on 
a sarin ol j»f ikottt nighHun* m<i»ions and bf iog about the release 
of each scientist in turn Qnty desnruc l»n of die detence carrtrol 
boxes strategically positioned within the cavemwill allow 
AlKWOLFto descend to ihe heart ol ihe base where die scientist* 
ere held. 

C 19B4 UnhrefUl Ctly St»diO r fnc AM rightt raaarved AlfrWOLfm 
* A Trademark, of and licenced fay Universal City Studio lot 
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DEEP STRIKE 

You are i n control of a World Wtr I Fiihter Yout job 11 to protect and 
guide a night ol lour faombetsto take out an »n«my tool dump and 
barracks. You may then land aad refuel batata heading Out Once 
again . Heap year compels pointer vertical or you will run mio heavy 
Oak and also run out of luel Shoot down alt planes EXCEPT tor your 
Own b ismber which wi II Ify dead ahead of you Avoid barrens 
twHoont. II one ol your bombers gets hrt a replacement will By in 
«fler a law seconds Bomb anythi-no you like. If you ten stay on 
course and survive long enough you should eventually pass over die 
enemy fuel dumps which you must wipe oat 



COMBAT LYNX 

You will run fMf beats which you most support with troops and 
Hi* cower Base J bet an endless lupply m 1u»l nnd wi qporu, end 
the ability to instantly retrial ise injured troop* bragoai back from 
the other betas Al I the bases Hart with 3D fulry trjwinaMf toMkfl, 
Allied land vafaiclea nwva arDumf the faeltfafielr} independardty of 
your Control. You provide the only allied air support Enemy land 
vehicle! will slowly ccareree on yfruf beset unless stopped by dai 
allied land vehic lei. by Ttiina-i«h>ry«]u hnvn dm P? t»i gr oHif-r 
weapant of your COMSAT IVNX helicopter 



TURBO ESPRIT 

An armoured supply car is carrying drugs 10 the centra ol aw crty. 
One after Ihe other, four delivery cars will drive intonate* H, aao 
them drive off to their hide-aways, Altar the fourth pick-up the 
armoured supply car will leave Ihe city Year mission it to nop the 
detlvery can alter they have made their pick-ups and before (hay 
disappear in djttit kkhf-*wevs r end to stop the armoured sappfy car 
alter it has passed in drugs 10 the la*i c«i and before n leeves thi 
city. You will scare extra potato far torching die Anaj teeaggt art 
alive, rather than shooting them. Your vehic le will be a Lorui Turbo 
Esprrt capable of driving at 1 50 mpb 



THANATOS 



Fly ill I you gel to a castle, than land ami walk up to cattle gate. Use 
flame horn close tinge to b 

back and rind e witch tied between two etafcea and tad bar. 



e to burn down the gale. II you run cut el II sine 



'etch eel tor the ketght 0* horattedi who will try to lane* yo* 
ilets ypu first knock him ofl hi* her** wia your t law* Eeting M 
witch will refill your energy Inlhe first castle land near rhe girl and 

Whan 




allow bar to climb onto your beck. Fry unto the next cattle, 
you rind the booh of spalls, land and let rhe girl coHecttham Fly lo 
th* lest Ca*Tla when you will find the cauldron in whtcfi The girt 
can cast k*r Lead nearby 



BOMB JACK II 

Witch Odt 1 Jack* btck' Our superhero Bombjath ii hare again in 
comic caper 0' the todies! Mull TUt tim r mbmJ mhJ e*«dTy ■ 
reedy tor combat Use the stab bay to light your way through die 
raptjla hnfastod lava pll and on into otrtar-tpsce. Have you got what 
k tafcs*7 Hay* yiu got Ch* mental agilrty to outwit the enemies and 
collect rhe treeidi* in ow 40 fiendiihry compiieeted tetlinosT 
Collect them in the right order and gat a bonus Jack 
£ Tmm, Ltd. al Japan 



EASTERN AVENUE, LICHFIELD, STAFFS WS13 6RX 
Consumer Hot Line: (0543] 414885 



NORTH STAR™ 

Alone it stands, majestic 2nd 
proud... the final hope to Earth's 
savagery and overpopulation.,, 
North Star, a glorious space station 
orbiting serene tranquility, too much 
tranquility preparations should be 
underway for the final evacuation. 
Communications are dead, scientists 
cannot be raised., . a dreadful gloom 
overtakes the population, has their 
last hope gone? 

Only one can find out. only one has 
the necessary powers. That one is 
you... a unique feing on a mission to 
rescue a unique project. 



Spectrum 48K £7.99 c»«rc 
Arnslrad fP.pp c»«m £14.99 Disk 
Atari ST £19.99 Di*k 
CBM 64/1 26 
£9.99 C**ettt £14.99 Disk 



"FROM OUT OF 
THIS WORLD... 



BmI^vJL J. 
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VENOM 



VENOM™ 
STRIKES BACK 

Incoming message on MASK 
computer ' We nave JtJoVupped 
SCOTT TRAKKffk and are holding 
him on the moon. Untesi you 
surrender the entire MASK forces to 
VENOM you wilt never see hf m 
again." Signed Miles Mayhem. 

Matt is raced with a terrible dllema. 
To agree to VINOM s demands 
would give them total control over 
the Peaceful Nations Alliance, but to 
ignore their demands would surely 
mean Scons life- 
Can you as Matt Trakker rescue Scott 
and return him safely to Earth? 



Spectrum 48 K £7.99 Cutmr 
CBM 64/128 
£9.99 cautn* £14.99 Oiifc 
Amstrad £9.99 cutttt* £14.99 oiit 
MSX 17.99 c*i«tt e 



MASK " AND THE USOCiATiD TRADE MARK 
AW THt PROftRtr Of KtNNtR HARKtft TOYS 

(hc mm 



WORLDS APART 



OTHER SOFTWARE! 



Gremlin Graphics Software Limited, Alpha House, 10 Carver Street. Sheffield Si 4JS, Telephone (0742) 7S3423 
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46 THE CRASH CHALLENGE 

Commando's the game, !be result's the usual 

51 TECH NICHE SUPPLEMENT 

A 16-paoe foeuR an ftardwarfc! fmri utilities - including Ihe insnde story on 
Sinclair's computers and the supercione SAM 

72 CRASH COURSE 

Swotty Scottish schoot software from Sceti&nrJer 

78 WRtTE YOUR OWN ADVENTURES , P . 

out how? Programmer Anthony Bailey compares the GAC and PAW 
utkirties. 

S4 FANZINE FILE 
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More maps than an orienteering Club! 
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68 CRASH COMMS 
68 KING GRUB 
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17 ON THE SCREEN 

78 ADVENTURE TRAIL 
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85 ROBIN CANDY'S SCORES 
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112ETAL 

Video talk and a caption unrnp 

PO IT YOURSELF 

26 DRIVE YOURSELF CRAZY... 

. . wrth a radio-conlrolted car from Titus 

49 GET ABOMINABLY SNOWY , . . 

. . wi1h Vefi artwork from Destiny 

92 SEE HOW THEY MADE PLATOON . . . 

win ah the storyboards <rom Ocean 
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... with £50 ot sortwnre from Et Al 

114 LISTEN! . . « 

.10 Digital Inlegration's prizes: personal stereos 
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When n happened, of tours*, ij»hi; was 

nnnr of thr» shouting, none al the pHTlC, 
none ot the breaking <jl windows or looting 
or even the sort despair of mortality as inn 
wr>rlrj rolled to >ts dead end. Some tilings 
slopped: there was no more oinoo m trie 
suddenly tastelul Bun, ihcrw wcrg I«vm 
aTHti. there were oo tourrats in 
Waalnrvgtrjin . 

Bui Washington w»$ « perfecl 
microcosm ot the world' rt had created, now 
so clrj-9+f to tfa^trLrGtrori by the maturation 
of its own lethnology. And on this bright 
Sunday, Capdol Hill shone scrubbed in its 
unkjrrwahpd power as tine President 
orougftt together Ki* rote - family man, 
leader of men; commnndermchi»f. 
>c copter of defeat - m the final bfoadent. 

'finar 1 ' No-urtothern mwjkl ha« thought 
of it as final; perhaps there wa* more 
>lnvenliness than usual in the CBS Cr*w, 
perhapn Ihe Old Presidenf i own face was 
showing lewer than normal or the smile 
lines he had so often paraded on ihr? 
huaurig* tifiTwrie hi? pe^ect trie. 

Vet the PolO«i»C rotledJ undisturbed and 
there was still the odd presenter bolhenng 
to p»g* ovlside the White House; all trl*e* 
were eoual in Pfl termn 

The Presidem began. con»ClOu* for the 
1irsl tiirnj uf h4s own cominess. 'My lellcw 
A men cans 1 - wondered how many wer* 
oul there, al lh* end ol catMes and aerials. 
how many were realty honest low* larm 
stock with « hi ( chen radio and how many 
were Wall Street slicker* with five screens 
running al once - "you knew ** much n I 
do about the coming days which lace our 
country" - who had written this? 

Ingham - it was Ingham who wrote u. 
grey Ingham, once the keen Washington 
lQumM%t fdftujtiwrrg Us own Water gate, 
now a sour and doubtful aide - Ingham, 
tapping on the President' s shoulder now. 

The CBS men woke up. Outside ther* 
was an aeroplane and • b4rd; vymboJs of 
this watershed the cameraman wpylrj 
never touch, 

Ingham we* *till lapping on the 
President's shoulder when he ttarted 
reading the letex, and he had to jerk imu* Wy 
away. <*jur*mg the cameras as he did so. 

Then the oM actor'* *en«e look over 
'Yea, in hours wa will meet the gMM trial 
we have raced since our nation' s birth. But 
now there is good newV A pause - 
rnelodramabse? Or apeak ttrongty, go 
vtraighl ahead? 

Co straight ahead The nan issue of 
CRASH will be on sale March 31 




BE A T THE SYSTEM . . . Now for the ere w of FIREFLY there ts no home - just a desperate 
mission to eliminate the mechanaid army which has colonised the soiar system. 
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THE STATE OF 
THE INDUSTRY 

. , r and what a state it's in! 

There's this cynical tradition at 
CRASH that when the editor can't 
think what to write in his editorial 
on the last day before printing he'll 
put down sonne meaningless 
'state of the industry' musings. 
These usually turn on the 
observation that tie-ins and coin- 
op licences are growing evermore 
important. 

Well, tie-ins and coin-op 
licences have been growing ever 
more important since the world 
was without form- and void, 
because now the software houses 
can afford to buy licences -and 
the film producers, TV stations, 
Garfield grandees and so on are 
more aware of the marketing 
possibilities of computer games. 
Gradual movement into the 
mainstream of home 
entertainment . , , industry 
coming of age ... 1 6-bit 
revolution . . . yawn. 



You've heard it all before. But 
then there are only 4,000,000 of 
you - Spectrum-owners, that is. 
And it's a different kind of licence 
we should be thinking about: the 
TV licence. There are only same 
20,000,000 of those in the land, yet 
look at the attention TV gets - in 
the national press every day, in the 
public eye every evening. Why 
shouldn t the home computer get 
that kind of coverage? Why 
shouldn't cycling simulators get as 
much coverage as cycling, a 
minority spectator sport? 

No national newspaper runs 
regular home-computer features; 
when they do discuss home 
computers, if s usually in stories of 
the absurd 'automated house of 
the future' strain that resurfaced in 
the DadyMa/r today {February 1 0). 
(And it's usually headlined CHIPS 
WITH EVERYTHING,) 

Or it 's about Jack The Ripper 
(because it's 16 -rated) or Tetris 
(because it's Russian - hey, guys, 
it's that crazy crazy gtesnosl*). 

Like it or not , computer games - 
and the dear old ever-so- British 
and unfashionably cheap 
Spectrum - still have a train- 
spotting image. Only the macho 
coin-ops pass street-ered's 
muster 

Organisations such as the 
British Micro Federation and the 
Guild Of Software Houses haven 't 
done much. We can preen and 
chatter and call our interest - 
whether it s a commercial or 
hobby interest - leisure software ' 
instead of 'computer games' all 
we like, but only wider awareness 
of the games themselves will do 
the trick. And perhaps a shorter, 
catchier moniker than 'home 
computer" would help! 

Perhaps SAM, the cheap new 
Spectrum-type computer 
discovered by CRASH and 
previewed on page 56, will help 
too: perhaps there'll be as many 
monitors as TV sets one day. But 
till then, why not write to your 
favourite newspaper and ask it to 
cover computer games? 



IN THE NEXT 
CRASH 

■ ATEI SHOW REPORT - the 44th top arcade exhibition 

■ RUN IT AGAIN - isometric games in depth (and heiqht and 
breadth) 

■ PBM CONVENTION REPORT -new games and news 

■ WtN A DAY OUT AT LAND ROVER - thanks to Elite 

■ ON THE SCREEN - pixeiated pictures 

■ THE CRASHTIOHNAIRE - we ask the questions 

■ CRASH READERS' AWARDS RESULTS - you've got the 
answers 

■AND PAGES AND PAGES OF TIPS AND REVIEWS 



REVIEWS 



March's high-fliers 



SMASHED! 



12 FIREFLY 

Newcomer Special FX proves there's life in the shoot- em-up 
18 GARFIELD 

That mischievous cartoon cat from The Edge 
2+ NQRTHSTAR 

Superb graphics, sound and Exoion- style space shooting from 
Gremlin Graphics 

90 PLATOON 

The challenging, complex ftim tie-in lives up to its hype 



HOT SHOTS 
75% and over - 



17 ATF 

Digital Integration zooms in with an advanced fighter 
86 THE HUNT FOR RED OCTOBER 

You are the hunted in this sub sim 
100 JETBIKE SIMULATOR 

Code Masters Pius prove that more of the same DOES work 
23 PHM PEGASUS 

Electronic Arts finally releases a game - a hydrofoil sim! 

95 SCUMBALL 

Clean the sewers with this wall-polished Bulldog arcade adv- 
enture 

10 TETRtS 

The Russians are coming, the Russians are comi ng - but puzzl- 
ing ly simpiy 



FULL. INDEX 



1 7 A JTOigital Integration 
1 0 1 BMX Kkk Firebird Silver 
25 Captain America GO! 
100 Energy Warrior MM X 
12 Flreffy Special FX 
i B Gurfteid The Edge 
&B The Hunt For Red October 
Grand Stem Entertainments 

100 Jetbike Simulator 
Code Masters Plus 

101 Klkstart WMaslertrcmic 
The Krypton Factor TV Games 
L<?9 Angeles SWAT Entertain- 
ment USA 



94 Madbatia Ocean 

99 Martin Firebird Silver 

96 MicrobaH Alternative Software 
1 1 Nigel Mmtsaif a Grand Prix 

Marteeh 

2d North-star Gremlin Graphics 

23 PHM Pegasus Electronic Arts 

97 Pkjgy Top Ten Hits 



90 
95 



95 
10 



Platoon Ocean 
Roti around Mastertromc 
Roiling Thunder \J$ Gc4d 
Scumball Bulldog 
Tenia Mirrorsoft 
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THE GAMES MACHINE 

GOt 

Grand Slam 
Gremlh Graphics 
*UC Games 
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MAG Components 
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US Gold 

Video VfriH 
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NEWS 




FAVOURITES BACK 
AS BUDGETS 



WASTE RTR ONIC ha§ obtained 

budget rerelease nghts to all 
Achvision's products, and has started 
issumgthem at £1.99 and £2.99. Titles 
already out include Ghostbustiers £605t 
Overall in CRASH Issue 1 3], The Eidolon 
(76%/36|, and Baflblaier [1 l%/2S) r all 
or the Ricochet label. Other 
Ricochet rereleases induce Electric 
Drearns's Aliens (8436/37), Ocean's 
Transformers (6G&/27) and virgin 
Games's Smashed Dan Dare (92%/32), 
and an the Mastertronic label comes 



Gremlin Graphics'* Tratibtoer [88%/ 
34). 

In a separate deal, Hewson's £2.99 
budget label Rack ft is releasing old 
Gargoyle Games titles such as Ttr Na 
Wqff(92%/ll}. Sweevos Worfrf(95%/ 
25) and Heavy On TheMa$tk$ out of 
10 in Issue 29|. 

Hewson also plans a Smashing -f 3 
disk compilation of Trr Na Nog, the 
highly-regarded Dun Darach (975S/18I 
and (95%/22) Marsport. 




> Oceans of experience : Special FX has stoned a deaf win Ocean to handle ihe 
business side ol its re-teases, and this month's Smash Firefly is the first under 
that arrangement. It fallows a fling with Software Projects, which published 
Special fTt's Hysteria. 

And Hie Liverpool -based development house's boss Paul Finnegan {top 
right) and Firefly programmer Jonathan Smith (bottom right) are both en- 
Ocean men. 

Smith's previous Ocean/Imagine credits include Green Beret and Smashes 
Cobra and Hypersports t and ex-Ocean programmer Tony Pomfrit (Ftembo, Daley 
Thompson's Decathlon) Is also working with Hie new team - whose future 
projects for Ocean include the Pfoboeop film licence. 

Firefly Smash , ,„ am 



NEW 
NAME, 
HALL FOR 
PCW 
SHOW 



THE PDVShow has abandoned 
London's Olympia exhibition hall - and 
opted for a name-change too. 

Now known as The Personal 
Computer Show. Britain's top 
exhibition For software and hardware 
will be based at Earls Court, London's 
biggest exhi bit ion c entre . Earls Cou rt is 
bsgger than Olympia - 23000 square 
metres rather than 18000 square 
metres. 

And the extra roam's essential. 
Organisers of the 1 1 th annual show this 
September hope to see more than 
90,000 visitors, some 10,000 up on 
1987. 

The new-look show will have a 
completely separate hall for games and 
home computing, whereas at Olympia 
The PCW Show had some business- 
type stands {such as Amstrad) m The 
leisure area. 

Despite the narnen:hange, Personal 
Computer World magazine continues 
to 'present' the show. 

This year's Personal Computer Show 
will be held a? Earls Court from 
September 14- 18. 

The Home Entertainment Oealer 
Show starts this year at Birmingham's 
National Exhibition Centre and will be 
held August 16-18, not the May days 
originally announced. 
DS r mainly for the V'deo industry, will 
probably include a viewing theatre for 
the public 



TWO 
DOWN 

TWO software houses are withdrawing 
from the British market. 

Hewn went into liquidation in 
January with debts believed to be as 
high as £200.000, just months after 
signing an 'affiliated label' distribution 
deal with Electronic Arts. 

And West German-owned 
Ariolasoft will close its UK operation 
at the end of March, probably selling its 
software titles to a British house before 
then. The move followed Anolasoft's 
disappointing sales last autumn. 



DOUBLE TROUBLE FOR 
TELECOMSOFT 



1 (tew through a legal battle 
when a court gave it the go-ahead to 
publish Morpheus and Magnetron- but 
a new argument is developi ng between 
sister label Rainbird and adventure 
programmers Uv«l 9 

In the court case, Hewson had 
claimed it should release the two titles 
programmed by the Graftgold team - 
and took Firebird to court after the 
Telecomsott label signed a contract 
wrth Graftgold. Hewson believed its 
earlier arrangement with Graftgold 
gave it rights to the two disputed 
games 

But the case ended with Firebird 



gem'ng Morpheus and Magnetron - 
which will be the first products of 
Graftgold 's long-term exclusive 
contract with Firebird. 

The Level 9 dispute follows a sudden 
severing of Rarnbird's relationship with 
the programmers of Knight Ore 
(interviewed »n the last CRASH | 

They'd signed a four-game contract 
with Rainbird in April 1986, but 
Telecomsoft says Level 9 was always 
late with finished games - and after the 
break-up the programmers moved to a 
new label. Mandarin, wmch will 
release their nexl game Tune&Msgik 



CODE MASTERS SAVES THE WORLD 



CODE MASTERS pi tins to help the 
world famine-aid charity Sport Aid - by 
writing a special game based on the 
sports extravaganza and donating ail 
proceeds to it. 

The game will probably be based on 
Sport Aid's sponsored 'race against 
lime" run Before the mass race ar 
athlete runs through several cities 
ta rrymg a t orch. and the ga me will li ke ly 
follow that star runner. 

An April release is expected. 




MELBOURNE'S 
COIN-OP COUP 



THE 'most-played arcade game of 
1987' will be Melbourne House's first 
release under a massive new coin-op 
licensing deal, according to the 
Mastertronrc full-price label 



Melbourne House will release 
Double Dragon to celebrate its 
exclusive worldwide home-computer 
rights to all Technos arcade games. 
Future Technos products are covered 



by the arrangement, as well as current 
arcade successes - Melbourne House 
says it's the first t ime a major Japanese 
coin-op company has assigned 
computer nghts to future coin-ops. 

The agreement follows a £2 million 
rights deal by GOt, US Gold's sister 
label, wh>ch will release about ten 
conversions of Capcom coin-opsin the 
next year. The first will be a folio w-u p to 
1 942 1 me computer game was from 
Elite) - called 1943, 
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Bans have passed... get despite apparent annihilation in 

the original ARKANOfD game: Dimension-controlling Force COMMODORE 
r—i DOH has coma back to HF&. and occupying the huge spacecraft ZARG. 1 ^ OT/ "*-'***-'ITC j 

i' 1 tuts entered our Universe. ' *~ J f j f 

f, / J -/ r J ARKANDID type space-Fighter M/XTfr runs through fang \ j r] J "J • J 

" c-Acr-rriii%~i forgotten computer data until tt Finds the uttswtsr to tin* ^ aTjctoaH 

ht J tL IKUM threat... VAUS 2" is launched and speeds towards the threatening alien AMIS I K A U 

presence. beFore it can extract its revenge ... "The Revenge aFOoh" 

Adding tu th& Fun &nd uxctteruettt uF Arkanoid... All new Features include exit 
chaicesta vastly increase the screen options, manysxtrn "\JAUS" nFFecks.. multiple shots and a secret additional alien to contend with. This 
adds up to the most thrilling reaction game since ARKANGfQ but with so manu improvements you just wont be able to stop playing.. 



COMMODORE 

LB J zJzJ 

AMSTRAD 



MANCHESTER 



r f I f PHONE OM 6 3 4 3 9 3 Q 




1 



Producer: Mirrorsoft 

Retail price; £7,99 cassette, El 2.99 disk 

Authors: Vagin Gerasimov and Alexi Paszirtnov 



Take the the simple idea that 
you can completely fill a 
rectangle with other right - 
angted shapes, mix in two Russian 
programmers, and not only do you 
have the first Russian-designed 
computer game to be 
commercially available in the 
West, but also something that 
ought to be child's play ... yet 
isn\ 



JbymL 



" You may not expect much 
action from a strategic game 
like this but Tetris has its 
moments of panic. And you 
may expect that every game 
will be just like the last - so 
prepare to be amazed again. 
The random selection of 
shapes ensures that no two 
games will be the same, This 
looks destined to be one of 
the beet thinking games yet 
- and a never-ending source 
of fun and frustration for 
thinking players, *' 

85% 



In reins, launched at the 
Which? Computer Show in 
January, blocks of differem 
shapes drop from the top of the 
screen into a box. Each block is 
made up of four small squares 
arranged to make a larger square, 
an L shape or a column. 

As the blocks fall they can be 
rotated or moved horizontally so 
that every space in the box is filled. 
Ten small squares make up one 
honzontal line in the box. When a 
line is completely without empty 
spaces, it scrolls down so that the 
process can be repeated. But if a 
line remains incomplete, another 
line must be finished above II 
before the screen scrolls down. 

The more lines that stand 
incomplete, the higher the blocks 



J DAVE i 



11 Tetris is the simplest game 
to understand around, but 
the gameplay Is very tricky. It 
seems an easy idea: build a 
straight line across the 
bottom of the screen. But as 
always there's a snag! 

And mere's a snag with the 
game too. The attraction of 
Tetris Is Its simplicity, but that 
becomes boring after a bit - 
there's not as much skill 
involved as you'd expect. !■ 
71% 



above them stack, reducing the 
space in which falling shapes can 
be manipulated. Eventually the 
blocks reach the top of the screen 
and the game, which theoretically 
can continue forever, is over. 

A statistic box at the left of the 
screen shows the number of 
shapes of different colours that 
have been positioned, and another 
box at the bottom right of the 
screen shows what shape of block 
will appear onscreen next. Thus 
strategic decisions can be taken 
on how to place the blocks leaving 
no gaps. 

There are ten skill levels; the 
higher the level, the faster the 
blocks fall and hence the lees time 
for planning (individual pieces can 
be speeded up anytime, so if 
you've decided where to place a 
block you don 't have to wait for it!) . 

And the more successful you 
are In completing lines, the faster 
the blocks fall. You can never ' win' 
Terns; players can hone their skills 
for months and still have new 




► 1 Fiendish Ly addictive but poorly 
implemented 1 ; Jains 

challenges to meet, brought to 
them by a Moscow software team 
which shows star programmers 
are the same everywhere. 

Tetris programmer Vagin 
Gerasimov is an IB-year-old 
student at Moscow University, a 
sort of Red Square Code Master - 
so perhaps he'll produce more of 
the Russian games which 
Mirrorsoft hopes to bring to 
Britain. 



► Hmmrn . 
the Hick 



some giasmst in those lines, but a little pwHfrwfr* should do 



JmIKEL 




" Tetns la an odd game. The 
Commodore 64 version was 
widely renowned for its 
addictiveness, but on me 
Spectrum that's strangely 
missing. 

And I was stunned by how 
much a simple keyboard 
problem mars the game, O 
rather than SPACE is used to 
turn the falling shapes, but 
my arcade instincts tel l me to 
press the fire button - 
leading to some annoyed 
screams whan the piece 
that's been awaited for many 
a long hour slides into the 
wrong place! 

The coloured-background 
option is pretty useless, and 
the tune Is more a good piece 
of programming than a good 
piece of listening. So 
generally Tetris Is a 
disappointment; yee t it's a 
jelly fun game, but It could 
have been astoundingty 
good on the Spectrum and 
isn't. " 

73% 



/ COMMENTS I 

Joysticks: Kempston 
Graphics: simple foreground 
with great use of colour; eye- 
stralning optional patterned 
backgrounds 

Sound: the continuous tune is 
cleverly used but not very 
good; at least it can be 
swapped for informative spot 
effects 

Options: sound and patterned 
backgrounds on/off 
General rating; a fiendishly 
addictive game, poorly 
implemented for the Spectrum 
but still appealing 





Presentation 


79% 


Graphics 


67% 


Payability 


79% 


Addictive qualities 


79% 


OVERALL 


77% 
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Producer: Martech 
Retail price: £9,99 
Author: Dave Looker 

You may get the girls and pots 
of money, but danger and 
death stand grin n i ng by your 
shoulder in the fast world of 
Formula One racing. And to keep 
them at arm's length practice must 
follow practice till the Williams car 
you drive is under perfect control. 

A careful, dangerous balance 
must be struck between racing the 
car as fast as possible and yet not 
overstraining it - mechanical 
problems can lose you a race or 
your life. 



level, and the engirve can be 
damaged and much valuable fuel 
Consumed. 

To keep the engine revs within 
the power band you must change 
gear at just the right moment -and 
the Williams can go through six 
finely-graded gears. 

Below the main screen is a 
console giving you vital facts 
about your oar and its state of 
health. A turbo-boost indicator 
shows the additional boost 
applied to the engine - by 
engaging boost tremendous extra 
power can be called up for daring 
overtaking manoeuvres and to 
gain vital time on your opponents. 




► More Prix than kicks 



For instance, steering the 
correct racing line through corners 
helps reduce your lap time - but if 
a mistake is made and you leave 
the black tarmac, vital time is lost 
and your car could even spin. 

Combine late braking into 
bends and speedy acceleration 
away from them with the accurate 
steering that you need to overtake, 
block and comer, and you have all 
the makings of a champion driver 
{real-life Formula One champion 
Nigei Mansell and the 
manufacturers of his Williams car 
worked on Martech's game}. 

But of course you ' re not the only 
one on the track. Other cars can 
be awkward obstacles if they too 
are taking the correct line, and you 
must protect your position by not 
letti ng them pass y ou . To help you, 
wing mirrors at both sides of 
the screen show the traffic to the 
rear, 

One of the most important 
instruments on a racing car is the 
rev counter, which helps you keep 
the engine at optimum power - 
ideally you should stay between 
9000 and 1 2000 revs. Try less than 
that, and insufficient speed is 
generated; go beyond the upper 



JbymL 



" Nigel ManseH's Grand Prix 
has the decency to use the 
whole width of Hie screen for 
the track, the loss of 
simulated hills is no real loss, 
wing mirrors are a useful 
innovation, and the scrolling 
is kinda smooth. But if s the 
sound that really draws your 
attention to this game - and 
to the 128K version 
especially. *' 



Fuel levels, oil temperature and 
pressure, and water and turbo 
temperature are also monitored 
and must remain within safe 
parameters. 

Another onboard dispiay keeps 
track of your racing performance, 
giving your current speed, your lap 
time, your average speed for the 
lap and your best lap time, the fuel 
level, the current rate of fuef 
consumption and the mileage left 
at that rate. 

If the worst happens and your 
car breaks down, or crashes, a 
message window displays the 
reason for the failure - or simply 
informs you that your car is too 
badly damaged to continue. 

Each Grand Prix race is 
preceded by a practice session: 
one warm -up lap and three 
qualifying laps. The faster your 
qualifying-lap time, the better the 
position you have on the starting 
grid. But if you fail to complete the 
qualifying laps in time, more 
practice is necessary before you 
can join Nelson Piquel and Ayrton 
Senna on the grid. 

After qualifying you go through 
a stomach-churning wart while the 
last few seconds tick away, 
surrounded by noise and the smell 
of burning rubber - and then the 
green light shines and you're away 
with tons of hurtling machinery. 

Use the instruments well and 
make pit stops for fresh tyres; the 
new rubber can stop you slipping 
or even going off the track. Tyres 
are changed automatically when 
you enter the pit stop, and you can 
make as many stops as you like - 
but think carefully, balancing the 
oenefits against the lost time of 
each. 

Each Grand Prix season has 1 6 
races on different tracks (a half- 
finished season can be saved to 
tape or disk). And you can drtve 
each race for five, ten or 20 laps or 
a full-length Grand Prix distance - 
the choice is made at the 
beginning of the game and then 
fixed. 

Points are awarded for finishing 
in one of the first six positions, and 
accumulate over the season to 
determine the champion of this 
hard, fast sport, 



Close on the tail of a Grand Prix contestant 




J MIKE L 



" This is undoubtedly the 
best race simulator (as 
opposed to Enduro Racer- 
style race game) on the 
market today, so it's highly 
recommended to those who 
want a simulation. 

But though it's satisf actory 
playable, non specialists 
might find the demands of 
accuracy and concentration 
wear thin and that there's 
little long-term 
addicthrenesB in Nigel 
Mansefrs Grand Prix. " 

73% 



PAUL 



" I was heartily disappointed 
by Nigel Manseirs Grand Prix. 
Supposedly it was ten 
months in development -but 
1 can't say it showsJ 

Graphics aside - the best 
place for them - the game 
shows some promise, but 
basically it's a very cheap 
clone of Firebird's 
Commodore 64 hit Revs. 

Cornering, the most 
important part of any race 
game, feels very realistic but 
the graphical representation 
of it is very poor and ruins the 
atmosphere. 

And though the race starts 
off very competitively with 
cars swarming around, once 
they've disappeared into the 
distance (which often 
happens) the addictive ness 
goes right out the exhaust 
pipe. Oh well, back to Full 
Throttle, I suppose . * . fl 

63% 



COMMENTS i 

Joysticks: none 
Graphics: all the cars and the 
scenery are the same colour, 
so It's soon a race against 
eyestrai n - and the stripy grass 
doesn't help 

Sound: no tunes, excellent 
1 28K revving and running 
noises, simple 48K effects 
Options: practice or race for 
real; 16 different tracks; 
choose number of laps on each 
General rating; Nigel 
Manselt's Grand Prix Isn't fast 
and furious enough to be a 
great race game, but with 
perseverance it becomes a 
mildly addictive simulation 



Presentation 


76% 


Graphics 


72% 


Payability 


70% 


Addictive qualities 


76% 


OVERALL 


72% 
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iretiy is an abstract shoot* 
'em-up - there's no saving- 
the-world scenario. just a 
colourful, nail-bJting challenge. 

it starts on a grid five squares by 
nine, Down the left-hand side is a 
row of white squares, and that's 
where you start in your f irefly emit. 
The aim is to reach a green switch 
on the opposite side of the grid by 
moving one square at a time, 

Planets and blue triangular synv 
bols are scattered across the 
board, as well as blank squares. 
You can land qurte safely on a 
blank square, but landing on a blue 
square - sometimes essential - 
presents you with two icons: a 
thumbs-up and a thumbs-down. 

Landing on the thumbs-up 
allows you a clear path across that 
particular square, but It you land 
on the thumbs-down the grid is 
rearranged and the firefly craft 
damaged. 

So with luck you can move the 
craft onto the nearest blank space. 
What then? Well, the craft is shown 
inside a maze dotted with 
generators, and the aim of this 
subgame is to destroy them. . 

You can enter each generator 
after collecting four bubble- like 
structures - and once your inside 
the generator, another set of 
thumbs- up/thumbs-down icons 
appears. To destroy the generator, 
hit the thumbs-up - H you hit the 



programmers 
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Producer; Special FX 
Retail price: £7.95 cassette, 

£14,95 disk 
Author: Jonathan Smith 
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ROAD WAR 




*' Mix together a shoot- 
ern-up, a collect -'em -up 
and! a maze gams, add sun- 
dry reaction tests to taste 
and you've got a tasty 
game indeed. Firefly lacks 
nothing in graphic* and 
game pi ay. 

Most of the graphics are 
monochrome, but ttie 
player s ship Is very nicety 
drawn and coloured; right 
down to the satisfy i ng burst 
of flame which the thrus- 
ters emit. 

The varied action Is very 
stimulating, even though 
success in the rather silly 
reaction games is so vital 
to progress. The difficulty 
level of these sub games 
turns out to be fiendishly 
pitched; they start off quite 
easy but soon become 
'close your eyes and hope' 
situation s, which might pot 
off the impatient. 

But Firefly's addictive 
challenge would soon 
entice them back. " 
PAUL 92*4 



thumbs-down by mistake, you 
lose the bubble structures and 
again sustain a hefty amount of 
damage, 

And the mazes are Inhabited by 
myriad aliens, ruthlessly efficient 
at destroying intruders. But some 
fish -shaped aliens, helpful little 
chaps, shed water droplets when 
shot. Collecting these replenishes 
lost energy and repairs the 
scratches and dents on the firefly 
craft, 



* Firefly is one of the best 

I games I've played for a long 
time, though it doesn't 
sound like much tilt you've 

I tried it - the graphics are 
the usual high-quality 
shoot- 1 em -up stuff and the 

. gameptay, though original, 

] loses something in verbal 
description. 
But there's addictiveness 

I in oi I -tan kerf u Is- I played 
Firefly solidly for four hours 

I without wanting a break! 
Colour is used nicely, and 

I the sprites are very well- 
designed; the only com- 
plaint I have Is that the 
abort key {BREAK) is too 
close to the P key on the +2 
and 4 3, which many people 
use to move right, 

But forget the nit-pick- 
ing; all shoot- 'em-uppers 
should have Firefly. " 
MKf 94% 



" Maybe Firefly'* gameplay 
isn't entirely original - but 
with this sort of quality who 
cares? The scrolling is fault- 
Jess, the game Is 
immensely playable and 
the graphics are very, very 
good, reminiscent of the 
old Ultimate style. 

And Firefly's ad die live - 
ness is deceptive, once you 
start playing, it drags you In 
and that's it, you're hooked! 
The visual patterns can 
start to get hypnotic if 
you're not careful , , , 

If I were realty pushed to 
find fault, I'd say the tele- 
porter sequence Is just a 
shade too test - but that's a 
minor quibble. Firefly virtu- 
ally overflows with quality, 
style and sheer excel- 
lence, " 

ROBIN 91% 



A handy map at the bottom of 
the screen shows where all the 
generators are; some are isolated 
and can only be reached by tele- 
porter. There's another challenge: 
on entering the teleporter; you're 
confronted by your own ship sur- 
rounded by a circle of alternating 
red and blue squares. To activate 
the teleporter, just shoot three blue 
squares in a row - but with each 
one shot the action speeds up, so 
a sharp eye is essential! 

When all the generators have 
been destroyed in that particular 
sector, the display reverts to the 
opening grid screen, and the 
square you've just cleared is now 
coloured white. And you carry on 
zipping through these tests of skill 
and concentration till the green 
switch Is reached. 



Jovaticfci: Cursor, 
Kempston. Sinclair 
Graphics: targe and varied 
monochrome areas, with 
detailed and smoothly-ani- 
mated backgrounds and 
characters 

Sound: great title tune on 
both 48K and 12BK versions, 
plus vilally important sound 
effects 

General rating: whet mora 
could an arcade freak want? 



Presentation 92% 
Graphics 89% 
Payability 94% 
Addictive qualities 95% 
OVERALL 02% 



Producer: Melbourne House 

Retail price: £8.99 

Author: D S Whelan, from an Arcadia coin -op 



The planet of Armageddon, 
the last world to be 
destroyed under the rule of 
the Galactic Federation, is 
encircled by moons, 
interconnected by vertically- 
scrolling Space Roadways. 

But the safety mechanisms that 
regulate the status and safety of 
the Roadways have gone awry - 
and electric arcs have formed 
across them, destroying all they 
touch, 



and do some damage even if your 
shields are up. Spikes in the 
surface of the Roadways also 
threaten your vehicle, Chevrons 
can do major damage, and to add 
to this misery satellites hover at the 
roadside shooting lasers. 

If the battiesphere takes too 
much damage, the protecting 
shields are lost and your only hope 
of survival is quick movement. But 
to add a little zest to the fife of the 
battlespheres, one can push the 




The Roadways must be cleared, 
one at a time, Two very 
manoeuvrable robot droid craft, 
known as Battlespheres, are to do 
the job - and you control them. 

8oth Battlespneres are 
protected by strong shields which 
can be drawn back to reveal heavy 
cannon, and with this weaponry 
the dark panels which are causing 
the problem sparks can be 
destroyed. But if you take out too 
many of the panels you'll go off t he 
Roadway yourself. 

And destructive globes also 
occupy the heavenly highways; on 
collision they can destroy a 
battiesphere with lowered shields. 



JbymL 



" It's a shame the scrolling of 
the track isn't smoother, and 
there are a few problems 
with the battlespheres 
movements - they're 
responsive, but having four 
actions (sphere left and right, 
gun turret left and right) 
controlled by three keys 
takes some getting used to. 

And though the graphics 
are fine and the idea good, 
these interplanetary 
roadways are so long that 
Roadwars soon gets 
monotonous - there's 
nothing to do but shoot up 
the same nasties on the 
same track again and 
again. " 



I was enticed to pi ay by the 
large, colourful graphics, 
and though Melbourne 
House has done an 
admirable job on the 
presentation and packaging 
this Spectrum conversion 
fails miserably. " 

46% 



other from the roadway to avoid 
coFlisions. 

You can run over arrows to 
increase your fire power, but be 
warned - from a distance they're 
difficult to distinguish from the 
spikes. No wonder motorways 
never get repaired. 



/ COMMENTS L_ 

Joysticks: Kempston, Sinclair 
Graphics: good perspective, 
with little colour 
Sound: title tune and poor in- 

game effects 
■ptions: one or two players 
General rating: beautifully 
presented {hard box etc) and 
attractive at first, but soon 
boring 



Presentation 82% 

Graphics 79% 

Rayability 65% 

Addictive qualities 65% 

OVERALL 66% 
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Best wishes to CRA 
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incentive 

SOFTWARE LTD 



SPECIAL 



SH for the 50th issue 





GLENMQOR 
Length: 
7131 yards 
Pan 72 



COLONIAL 
Length: 
7100 yards 
Pan 70 
Record: Joey 
SEndelar 62 




MUIRF1ELD 
Length: 6394 yards 
Par: 71 
Record; Peter Butler 65 



Following the amazing success of the now , - 
legendary Leaderboard series of products. 
Famous Courses of the World presents four 
superb new challengers for the joystick golf 
fanatic. 

From the infamous Pebble Beach Course on 
the California coastline to the historical 
course of Muirfield, Edinburgh, the oldest golf 
club in the world. From the beautiful Colonial 
Country Club built by Texas oil baron 

. Martin Leonard to the "designed for 

rt^tfSflN computer" challenge of Access's 

^^^^ ] Glenmoor course. Great Courses of jj| 
J the World is a must for anyone 

S^-y hooked on computer golf. 

v J 
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ATF 



1 



Producer: Digital 

Integration 
Retail price: £9.95 
Authors: Ian Benyon, Neil 
Cox head and 
Kevin Bezant 

ockheed's Advanced 
I Tactical Fighter isn't even in 

WBB production yet, and it's 
already being acclaimed as the 
fighter of the next decade. So 
Digital Integration hits the runway 
yet again in its search for the 
simulated real thing 1 with a 3-D 
arcade/simulation game, ATF. 

Your ATF is at the forefront of 
futuristic technocombat when two 
factions go to war in a nameless 

world' of islands {a new worid is 
generated for each game). Your 
attacks can destroy opposition 
land and sea forces and devastate 
their morale, disrupt their 
communications, destroy arms- 
producing industry, and obliterate 
the air bases where they rearm and 

i NATHAN i 




> Three weapon systems and endless electronics keep the ATF ahead 



refuel. But of course what you can 
do to them they can do to you . . . 

Your own refuelling and 
rearming is vital, and weaponry 
must be balanced against fuel 
supplies so that the ATF can fly 
within safe weight limits. (The 
composition of arms and fuel is 
shown on bar graphs.) 

The ATF can be loaded with 



11 ATF is awesome - the graphics are superb, and tine landscapes 
give it a futuristic feel. The enemy ships look most impressive 
and realistic when they're tailing your ATF, darting around at 
speed and copying your every move. 

And unlike other flight sims it's fast, responsive and easy to 
control; it's easy to glance at onscreen information without being 
shot to pieces or crashing into a mound of earth. 

ATF is a state-of-the-art simulation, capturing the movement 
of a supercharged aircraft, ' 

n% 



PAUL 



"Digital Integration doesn't 
come out with many 
products, but every one is a 
leader in Its field - Fig liter 
Phot Is a fantastic flight 
simulator, Bobsleigh 
admirably transfers a very 
ha rd-to - compute hse sport 
to the Spectrum, and now 
ATF is a superb shoot- 'em - 
up. 

What's most impressive 
throughout ATF is the 
construction and animation 
of the graphics; Digital 
Integration has found a new 
way to overcome the 
graphical limitations of the 
Spectrum* 

Gone are the hollow 
wireframe graphics of Tank 
Duel and Its kind. Here the 
landscape seems very solid 
- especially when you hit ft! - 
and colour bands are widely 
used to add variation. 

My only gripe is that the 
eameplay is very repetitive - 
even more so than Starglider. 
But, like Rainbird's Smash of 
a year ago, ATF mustn't be 
missed, " 

S5% 



three types of weapon: fast- firing 
cannon which can destroy 
incoming interceptors, visually- 
guided ASRAAM missiles, and 
more powerful Maverick missiles 
which can take out land targets. 
These Maverick missiles can be 
guided to targets outside visual 
range, selected from a database. 



Once you're armed and fuelled 
the main mission can begin. After 
a takeoff using maximum thrust, 
the ATF's speed must be kept up 
If the craft is not to stall, lose height 
and crash. (If you do stall, 
immediate thrust is essential.) 

Flying low over a vertically- 
scrolling landscape, the ATF 
comes under constant attach from 
enemy forces. It can bank to the 
left and right, increase and 
decrease thrust, dive and climb to 
avoid attack and home in on 
potential targets. 

Enemy radar can be avoided 
with terrain-following equipment, 
but this reduces your speed - and 
the craft's slow reactions could 
send you hurtling into a hillside. 

A head-up display 
superimposed on the main screen 
shows engine thrust, the ATF's 
speed, ground height and altitude. 
(It's bad news when ground height 
and aircraft altitude coincide . . . ) 
The missile system available, the 
current direction of flight and a 
target's range and bearing are also 
shown. 

Beneath the main screen, 
further indicators show fuel level 
and undercarriage status, and 
warn of incoming missiles. An in- 
flight message window gives vital 
information on your mission, and a 



Powerful 3-D en a smooth-scrolling landscape' 




JbymL 



u Like all flight sirns ( ATF has 
quite a few buttons to keep 
your eyes on. But it's not as 
slow and laborious as other 
flight sims - such as Gunship 
- and not that complicated 
either. 

Seeing your ship on the 
screen does a lot for the 
game, too. You can see your 
enemies coming from 
behind, and tell at a glance 
how your undercarriage is 
and how fast the ground is 
coming up, all without having 
to look at banks of 
instruments. 

Still, as a flight sim ATF 
demands real involvement - 
and a lot of reading in the 
flight manual. Becoming an 
expert will take some work, 
but you could play ATF for a 
long time and still enjoy It. " 



short-range scanner to the side of 
the main screen shows the type 
terrain below and nearby enemy 
objects. 

Approaching ground-to-air 
SAM missiles register on a 
warning system , and with skill they 
can be jammed in time using the 
ATF's onboard jammer. 

Then there's the ATF's flight 
computer. showing enemy 
positions on a worfd map and the 
status of weapons systems and 
the ATF itself. The computer also 
holds a database for locking on to 
targets. 

An automatic landing light is 
activated when the ATF enters the 
catchment area surrounding allied 
bases When a base has been 
chosen, an automatic landing 
sequence can be engaged, 

And a war situation report - 
giving a rundown of all recenl 
gains and losses of allied and 
enemy bases, ground and sea 
forces, and communications and 
industrial complexes - is called up 
whenever the ATF returns to an 
allied base. This strategically 
valuable information can make all 
the difference between success or 
failure in war, 

, I COMMENTS L , 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: the smoothly- 
scrolling landscape gives a 
powerful 3-D impression, and 
enemy fighters are 
tremendously detailed 
Sound: very simple white- 
noise effects 

Options; eight difficulty levels, 
sound on/off 

General rating: excellent: 
impressive arcade elements in 
a user-friendly simulation 



Presentation 




Graphics 


92% 


PtayabMity 


85% 


Addictive qualities 


85% 


OVERALL 


89% 
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That fat, overblown, 
waddling, lazy scoundrel of 
a eat Garfield ts oui lo do 
his good deed for the day - his 
feline friend Artene has been taken 
to the local pound, and it's all down 
to Garfield to pluck his true love 
from her imprisonment. Bui first he 
mus! get oul of the house, and that 
won't be easy. 

Garfield, the con-uc -strip cat 
brought to the Spectrum screen 
for his tenth birthday (see Bfg. Fat. 
Hairy bcence on this page), has 
two appetites - one for food and 
the other for resf. So this heroic 






Producer: The Edge 
Retail price: £8.99 
Author: Steve Cargiil 
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house-proud or besl behaved of 
cats - given hart a chance, he likes 
nothing better than to tear the best 
chair's upholstery apart and add a 
stack of points to his collection. 
Still, the purple Dralan never did 
took too good on the three-piece 
suite, did it? 

Messages ai the foot of the 
screen keep up a runntng 
commentary, and useful objects lie 
around tor Garfield l o g athef . There 
are newspapers, dog bowls, 
bones, towels and lin cans - but it 



T, H'AhR-Y D E-A-L 



1 Big, Fat, Hairy Deal is 
brilliant! It* totally 
addictive, with perfectly- 
animated cartoon 
characters, jokes end 
surprises around every 
corner and the joy of 
kicking Odle up the rump 
every now and then. 

The excellent graphics 
have some really effective 
shading, and all that lets 
the game down is the lack 
of colour and sound - a 
tune would have cheered it 
up 3 bit. 

Our lasagne-loving 
friend leaps and bounds 
around the screen in a 
genuinely cat-like way with 
Odie following close 
behind -but if O die touches 
Garfield the oat gats very 
tired, so the best idea is to 
give him the boot 

There's a serious aspect 
to the game, though, and 
the puzzles gat more 
involving as you progress 
This is a great game, full of 
fun end frolics, so get down 
to your local software shoo 
and have a Big, Fat. Hairy 
Deall " 

92% 



" Big, Fat, Hairy Deal 
captures exactly the 
combination of 
sardonicism and wit found 
in the cartoon strip. All the 
characters are superbly 
animated, making full use 
of the Spectrum's high- 
resolution graphics; Odie is 
my favourite, bouncing 
happily around the screen 
with his tongue hanging 
out. And Garfield's 
expressions are simply 
brilliant - he veers from 
wide-eyed surprise to a 
fantastic toothy grimace to 
a cynical grin. 
The monochromatic 

graphics suit the cartoon 

Style perfectly [the 
colourful information panel 
detracts from It, If 
anything). And though 
some backgrounds lack 
detail, others - such as the 
park and the sewers - are 
very good. 

The messages realty add 
to the atmosphere of 
humour and laziness, and 
it's very satisfying to be 
able to kick Odie away rf 
he's bothering you! 

There ere a couple of very 
minor faults: a bit of colour 
clash, and an inexplicable 
change of direction when 
you're in the street. Forget 
them; though this is In a 
simple arcade adventure 
format, it's been made into 
something realty special. 



BIG, FAT, HAIRY LICENCE 



COPYCAT CRIME took on a wacky new 
meaning in California this January, when 
45 cars were broker Into on a single 
weekend - and Garfield car stickers 
stolen Iron every one 1 

But the crying of distant car alarms is 
music to the ears of Garfields marketing 




► Making the most of a 
megallcencf : The Edge's 
Tim Langdell 

men In Indiana, wtiera the fat cars tenth 
birthday on June- IB is hyping 
SfirWrnana to new heights 



Garfield, born as the star of a stHl- 
running comic strip by Jim Davis, also 
appeals on ail kinds of merchandise 
including calendars. T-shirts, and cuddly 
toys. 

'Garfield is one of those rare 
characters that has a following horn five 
tote/ explains The EdgesTim Langdell 
The average person knows Garfield.' 

And plenty of them snuggle up te him 
every night- ' when we were making the 
game a lot of people came out of the 
closet and admitted they had the cuddly 
toys', Langdell laughs. 

But The Edge was duty hound to keep 
skeletons out of the comic-strip cats 
closet - there was ' very firm guidance 
♦torn above as to the image of Garfield', 
recalls Ttm Langddls colleague and wife 
Chun Langdell 

'He can't utter any profanities, he can't 
neaily smash somebody or kill them - heS 
got a sort of moral tone/ The cute 
creature can 1 die In the game , either - he 
just falls asleep (remember Piranhas Yogi 
Bear, reviewed In Issue 47. where 
technically hi isn't the precious licensed 
character but you, the player, who dies?). 

in the event, only one of The Edges 
proposed scenes was cut from Big, Fat, 
Hairy Deaf- where Garfield was 'using 



an instrument to do something mat might 
be considered aggressive', says Tim 
Langdell. 

And he hopes that despite the tight 
central. Big, Fat. Hairy Deaf v*\\\ have 
wider appeal than other recent characte* 
licences. "Theres been a large numberuf 
character licences/ he observes, 'almost 
all of which have been poorly received. 
T here's a lot more that can be done with 
a licence thans been done so far. ' 

The perfect licence might need a te-bit 
machine, says Tim Langdell, but he's got 
high hopes for the Spectrum Garfield 
game ' its a very complex adventure, ' he 
enthuses, 'and only bright teenagers and 
adull players will actually solve It Ift 
pretty hard ro do, but it won"! put off 
youngsters/ 

After all, he says, 'the strip cartoon 
isn't aimed at kids 1 , 

And the Langde Its are so confident 
they're backing a winner that more 
Garfield games are in the works already 
-with the cats creator, Jim Davis , helping 
out 

The first sequel could be out by Apnl. 
And 1 we expect Big, Fat, Hairy Deal to be 
big till Easter/ says Cheri Langdell. 
'GarflelrJwill have a perennial popularity ' 
So don't leave him in the car 



" This is a really good 
laugh! Hie graphics ana 
very good; some of the 
characters and animations 
belong In On The Screen, 
though the monochrome 
display is a bit 
disappointing- Big. Fat, 
Hairy Deal is a must for 
Garfield fans, simply 
because it recreates the 
comic's characters so wel l, 

Odie Is very annoying - 
that's true to the original, I 
suppose, but he does tend 
to get on the nerves more 
than he should. 

sti 1 1 , there's lots to do and 
I'm still trying to work out 
what loads of things can be 
used for. And the lack of 
sound Is no problem when 
a game's as addictive as 
this. " 

10% 



COMMENTS! 



Joysticks; Cursor. 
Kempstan, Sinclair 
Graphics: very close to Jim 
Davis's comic-strip originals; 
monochromatic playing area 
Sound: nothing but walking 
effects 

Options: definable keys 
General rating: funny and 
addictive - with real arcade- 
adventure challenge as well 
as comic-strip slapstick 

Presentation 90% 
Graphics 89% 
Playability 91% 
Addictive qualities 90% 
OVERALL 90% 
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THE KRYPTON 
FACTOR 



Producer; TV Games 
Retail price: £7.95 
Author: G Benson 

■ ntelligenee, quick thinking and 
I atretic ability are just soma of 
I the skills needed to prove 
yourself in The Krypton Factor. 
Baaed on the long-running 
Granada TV series, which has 
been putting suckers through their 
gruelling paces for a decade, this 
licence from Domark label 
TV Games throws up to four 
contestants into the ring. 

The Krypton Factor consists of 
six rounds testing mental agility, 
observation, response, physical 
ability, intelligence and general 
knowledge; players can choose 
their 'characters' from among four 
men and four women before the 
first round {participants in the TV 
show are ordinary members of the 
public). 

In the mental-agility round, a 
series of numbers appears briefly 
onscreen. The digits must be 
remembered and rearranged into 
ascending order. At first there are 
just six numbers to struggle with, 
but this can increase to a 
maximum of nine. 

Next there's an observation 



round. Here a picture appears with 
a scrolling story line beneath; 
picture and words then disappear 
to be replaced with a subtly 
different alternative version, The 
contestant must identify the 
changes within a time limit. 

In the two-part response round, 
contestants 1 reactions and 
responses are tested on the 
Ergobuggy and VidiwalL The first 
is a strange combination of 
rotatable pedals, some moved by 
the legs {as on a bike) and others 
by hand. The two sets of pedals 
must be rotated at different 
speeds to propel the buggy 
forward - it's a tricky test of 
coordination. 

And the Vidiwall is a large square 
formed of many video screens, 
which randomly change colour. 
The player must decide in a split 
second which colour is shown on 
most screens, and then hit the key 
which represents that colour. The 
first contestant to do this correctly 
ten times wins the round. 

Sheer physical ability is now 
tested on an assault course, where 
players can adjust their 
contestants" stamina and strength 
in both legs and arms. Different 
obstacles, which include the net 
climb and a high wall, require 



tts a gas: 



different combinations of strength 
and stamina; in some you must 
rely on arms, in others on legs. 

Next it's the turn of brainpower, 
as each contestant is challenged 
to piece together the parts of the 
Krypton Factor logo. Some of 
these pieces can be turned and fit 
within a grid; others can be 
removed from the grid and 
repositioned. 

The fast round tests the general 
knowledge of the contestants. 
Questions scroll across the 
screen, and in time-honoured 
quiz-show fashion the first player 
to press his key gets to answer. 
The correct answer is then 
revealed onscreen, and the game 
relies on players' honesty in 
admitting when they answered 
incorrectly. 



CRITICISM 



J 



• " The mental test is the same 
every game, which destroys the 
point, and the response test is also 
soon mastered. The point of the 
TV show was that it put untrained 
people in demanding situations; 
as an unchanging computer game 
The Krypton Factor is quite silly, 
because results can be improved 
with practice. " 

ITM 37% 



# " Not only does the Spectrum 
music sound nothing like The Art 
Of Noise on the TV show, but the 
game ranges from the appallingly 
bad Ergobuggy section to the 
astoundtngly simple, though 
adequate, mentai-agiiity round, tt 
says something that the best 
section of the game involves 
putting hatf a dozen numbers into 
ascending sequence - I would 
only recommend The Krypton 
Factor to those who see 
themselves in the half-dozen 
preset personalities. " 
MIKE 12% 



COMMENTS 



Joysticks: none 

Graphics: lacking detail, but not 

colour 

Sound: simple title tune, 
unimaginative effects 
Options: choice of eight 
chansmatic contestants; up to 
four players 

General rating; a simply 
constructed (but mentally 
demanding} repetitive quiz game 





PAGES OF THE LATEST GAMES 
REVIEWS FOR AMIGA, ATARI ST, 
COMMODORE 64/128, SPECTRUM 48/128, 
AMSTRAD CPC/PCW, SEGA CONSOLE anil PC 

COMPATIBLES 
ON SALE NOW - 
THE PERFECT COMPLEMENT TO 
YOUR MONTHLY CRASH! 



THE BIGGEST EXCLUSIVE OF OUR TIME - AT LAST THE 




STORY 



A mammoth event featuring interviews with the people who were Ultimate. They tell the 
story of their success a ltd why they disappeared, with some startling facts never before 

heard. This Issue's a must! 






>AC - the world's most 
famous computer character 
is back. There are many 
imitations but only one 
original PAOLAND. 
This superb conversion of 
the internationally famous 
coin-op is not to be missed. 





QyfCKStlwK 



can obtain your copy of PAC-LAND j 
Write now or send with a cheque or postal order to: 
B & L Distribution, Units 1 & 2, Conlon Development, Water Lane, Darwen, Lanes. BB3 2ET. 
Name 

Address 

Town 

- our Credi t Ctf d Hodinc 




Producer: Electronic Arts 

Retail price: £8 .95 cassette, £14,95 disk 

Authors: Lucasfrlm 



Top American software 
house electronic Arts, 
which established itself in 
Britain last autumn, has finally 
released a Spectrum product - 
PHM Pegasus, one of the flashy, 
complicated simulations for which 
the company is famous. But this is 
no ordinary flight or driving 
simulation; PHM stands for "patrol 
hydrofoil missile craft' 

The eponymous PHM Pegasus 
is a hydrofoil, a fast, light craft that 
hardly touches the water's 
surface. The hull of a hydrofoil is 
supported high above the waves 
by fin-like vanes which minimise 
friction and improve the craft s 
efficiency - deadly efficiency 
where PHM Pegasus is 
concerned. 

With basic training complete, 
you're flung into sea combat 
against other vessels, at first in 
training missions, and later in a 
series of increasingly difficult 
forays. Fleeing terrorists must be 
intercepted, two missile corvettes 
sought and destroyed, vital 
convoys escorted through 
dangerous waters and a secret 
photographic mission undertaken. 

Though the game title suggests 
a single craft, you can choose to 
command any one of three NATO 
hydrofoils from the US, Israel and 
Italy. 

Your hydrofoil operates in two 
states. In manoeuvre mode a 

large-scale sea-and-land map of 
the operational area appears 
onscreen, marking the positions of 
your craft, enemy forces, and 
friendly bases and controllable 
back-up helicopters. Information 
about the hydrofoil's speed, the 
time remaining for your mission, 
and the speed at which the game 
is set to run is displayed beneath. 

In weapons mode, the 
operational map is replaced by a 
view from the hydrofoil's bridge, 
showing the sea ahead - and any 
enemy craft. 

Beneath this is the instrument 
console of PHM Pegasus. At the 
centra is the vessel's radar screen 
indicating enemy shipping within 
a 40- mile range, and there's a 
gyrocompass and depth indicator 
for navigational purposes. Engine 
revs, the hydrofoil s speed and its 
fuel level are displayed on bar 
indicators. 

Your hydrofoil carries a cannon, 
chaff rockets to deflect oncoming 
enemy missiles, and Gabriel. 
Exocet or Harpoon missiles 
Weapon system displays indicate 
the weapon currently engaged 
and how much ammunition 
remains 

When weaponry is activated, a 
binocular view of the prospective 
target appears at the lop of the 
screen, and a gun sight can be 
focused on the enemy vessel 



within it. Aim-correctors at the 
sides of the binocular view help 
greater accuracy, though a missile 
automatically locks onto its target 
when fired- 

On certain missions* one or two 
reconnaissance helicopters can 
be called up to supplement your 
resources and provide invaluable 
help. They're directed by 
positioning onscreen cross hairs 
over their destination and setting 
their speed 

A 'lock' light provides ominous 
warning that'an enemy missile has, 
or is about to, lock on to Ihe 
vulnerable Pegasus - and in the 
damage sector of PHM Pegasus s 
console two profiles of your 
hydrofoil and its watertight 
compartments monitor the effect 
of enemy attacks When one of the 
compartments is damaged, it is 
coloured yellow or red. depending 
upon the seriousness of the 
damage, 

Weaponry, fuel and systems 
can become inefficient or useless 
when damaged, and different 
NATO vessels can withstand 
different amounts of damage 
before Sinking. 



J MARK L 



"Like most battle 
simulations, PHM Pegasus 
demands a thorough read of 
the technical manual - so it 
should appeal to strategy 
buffs, if not so much to 
straightforward zappers. 
The graphics are good, with 
the various dials and meters 
clear and well set out. and 
the binocular view of enemy 
ships is effective. " 

7W% 



X 



► A simulation wflh a difference - this time it's a high-tech hydrofoil 



Points are awarded based on 
your success in achieving the 
mission objective, the number of 
enemy kills, the number of enemy 
craft damaged and the mission 
time remaining - and there's a 



bonus for bringing PHM Pegasus 
through its difficult mission with as 
little damage as possible. 

At the end of each mission the 
player is given a rank , ranging from 
Deck-Mopper to AdmiralT 



NATHAN 



" Naval combat isn't used much in games, which makes this one 
original and fresh. There are some nice slick touches, such as the 
view through binoculars, and lots to do. But each function is easy 
to understand and operate, though I started out as Oec k-Mopper 
and finished as Deck-Mopper « . . 

PHM Pegasus Is the Elite of the seas and a state-of-the-art 
simulation. *• 

87% 



J PAUL L 



** What looked like another rather highbrow naval combat 
simulation proved to be the standard Lucasfilm product -a 3-D 
shoot-'em-up - at sea. So the idea is a good one, and some 
'real- life' missions add spice. 

The controls are well designed and lard out simply. But the 
control-panel graphics are let down by the representations of 
the enemy ships, which are virtually unidentifiable even through 
binoculars. 

And the view from the bridge seems to have the wrong 
perspective, which knocks the alt-important realism. 

Add to that the repetitive action - blast a ship and move on to 
the next one till they eventually get round to blasting the bilge out 
of you - and Luca shim's product is a little lacking in polish and 
addictiveness. PHM Pegasus is not the team's best job of 
blending arcade and simulation, " 

70% 



► The Bits of the seas' or 'lacking 
polish and acklictiveness 1 ? 




CfHUt f 
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I COMMENTS I 

Joysticks: Kempston 
Graphics: a well-ael-oul 
display, but indistinct enemy 
ships 

Sound: atmospheric - ie few 
spot effects 

Options; choice of eight 

missions and three boats; 

playable in real time or at any of 

seven other speeds, up to 12S 

times real time 

General rating: Lucasfilm 

captures the excitement of 

guiding a gunship- 

PHM Pegasus should appeal 

to all ageing Eiite fans 





Presentation 


80% 


Graphics 




Payability 


75% 


Addictive qualities 


74% 


OVERALL 


79% 
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N'O'R'T'H* S' T'A'R 



rbiting Earth, surrounded 
by mystery, is the largest 
space station ever con- 
ceded. Built to solve problems ol 
overpopulation and starvation on 
our planet, the vast construction 
was nearing completion when 
Earth lost all contact with it - and 
m Northstaryou are sent to investi- 
gate the silent space ark. 

But aliens, scheming to destroy 
human existence with their devas- 
laling weapon of predictability, 












Producer: Gremlin Graphics 
Retail price: E799 cassette, 
£12.99 disk 


UMBER 















CAPTAIN 



1 Northstar is very much in 
the Fxolnri mould, SO it's 
very playable and addic- 
tive- The graphics are tre- 
mendous, with beautifully 
compact animation on all 
the characters and 
detailed, colourful and 
unusual backdrops. 

And you don't notice how 
small the playing area is, 
because there's such a 
mass of detail : for exa mple, 
there are clouds of dust 
when your character skids, 
and your weapon Is an 
extendable claw which 
needs to be controlled 
rather than a gun spraying 
bullets. Jt all contributes to 
the unearthly atmosphere. 

The presentation is 
equally excellent: the title 
screen is superb, and the 
strange music fits the 
unusual atmosphere welt. 

The gameplay is excel- 
lent: it's not so much a 
question of furious blasting 
as of timing and strategy 
combined with killing. 
Northstar strikes a balance 
, between frustration and 
| addictivity T and it's a com- 
pelling and successful 



91% 




have occupied the station. You 
must eliminate the hostile forces, 
complete each of the levels ol the 
space station, and reactivate the 
life-support system -that is, if any 
ol the human staff are left la make 
use of It 

Of course you carry a weapon , a 
short-distance lance, and earn 
points for destroying aliens - 
patience and quick firing are 
important And you can bound 
over the obstacles that block your 
path. 

To help you survive the rigours 
of space, you have been equipped 
with implanted oxygen converters, 
and an onscreen indicator shows 
how much breathable gas 
remains. If it falls to zero one of 
your tour Iwes is lost, and you are 
no closer to solving the strange 
and dangerous problem of this 
eerie space station. 



M Northstar looks simple 
but it's surprisingly addle- | 
tive. There's not much col- 
our, but the screen is quite 
effective and the gameplay 
provides a livery all-action 
arcade adventure with 
plenty of opportunity for 
the death and destruction 
of the alien horde. [Running 
around jumping over bar- 
I riers and biffing aliens with 
my hydraulic arm reminded 
me of school athletics!) 

Northstar is very playabte 
and exciting - all if lacks is 
a rough tough tune. " 

90% 



Joysticks: Cursor, 
Kempston, Sinclair 
Graphics: superb ry- 
designed characters and a 
fantastic use of colour, com- 
plemented by attractive ani- 
mation 

Sound: atmospheric synthe- 
sized tune and attractive spot 
effects 

Options: definable keys 
General rating: one of the 

best walk 'rY whacks we've 
seen, colourful and detailed 
as well as addictive and play- 
able 

Presentation 93% 
Graphics 88% 
Play ability 91 % 

Addictive qualities 90% 
OVERALL 90% 



CA 



IN THE DO 
OR MEGAL 



Producer: GO! 
Retail price: £7.99 
Author: Adventuresoft 

A good villain doesn't give up 
easily - supposedly dead, 
the evil DrMegalomann 
(he'd hardly be Dr Barnardo with a 
name like that) returns to offer the 
President of the USA an 
ultimatum: hand over his power to 
the mad doctor, or see the world 
plunged into mayhem. 

If Megalomann doesn't get his 
way, he's going to throw a 
terrifying tantrum and launch a 
missile carrying a deadly virus. 

The mad Doctor's desert 
headquarters consists of three 
cylinders, one inside the other - 
forming the Doom Tube, Each 
cylinder is divided into decks 
(levels), with each deck 
subdivided into quadrants 
(rooms). And an elevator, the 
Orbi valor, runs between cylinders, 
But it's not all plain Orbivating if 
you want to save the world. The 
virus has spread into the 
quadrants - some are more 
poisonous than others - and 
though Captain America has been 
injected with a protective serum, if 
a quadrant is too toxic it will kill 
him. 

The semm that keeps Captain 
America safe is only temporarily 
| effective, but the ingredients to 
I make more can be produced in the 
I converter quadrant - if Captain 
I America can get that far. 

The converter is activated by 
I touching certain wall panels and 
I placing sufficient quantities of Yin 
I and Yang, the essential 
I components of the vital vaccine, 
I in receiver plates. Yin and Yang 
I can be obtained by blasting a 
I doom pod found in one of the 
I quadrants. 

Captain America may be the 
pinnacle of physical perfection, 
but these 240 pounds of pure 
athletic beefcake cannot go it 
alone, so the good Captain carries 
a virtually indestructibJe shield. 
With this he can deflect all 
projectiles and nearly all energy 
beams - save for psion energy, 
which unfortunately he finds within 
the Doom Tube. 

And in some rooms rotators 
rove through the air, sanding out 
lethal beams. But on destruction 
these rotators release a code word 
which can be helpful in accessing 
later areas of the Doom Tube. 



If Captain Americacan reach the 
Doom Tube's final deck, perhaps 
he can disarm the missile and save 
the world - but the game is played 
rn real time, and you have just an 
hour before Megolamann's deadly 
deadline, 



CRITICISM 



J 



• 11 I used to think Captain 
America was the square-jawed, 
strong, handsome, young 
American comic-strip hero who 
always won - but the big brave 
Image of this superhero was 
tragically shattered by GDI's 
licensed game. 

The playing area is cramped, 
though the graphics are quite 
detailed, and the only really 
good tiling is the tune - 
otherwise Captain America 
strays too far from the spirit of 
the comic- booh haro, ™ 

NATHAN 31% 

jp* 'Graphically Captain America is 
only average; it's wed- drawn, but 
the colours used are garish and 
annoying, and harsh contrasts 
make gameplay a bit confusing. 

A bit of interesting black 
comedy puts more spice into the 
game than the limp Resistor 
soundtrack does, but a couple of 
good jokes don 'trustify this kind ol 
price. If you want to save Amertca 
from a slow, agonising end, that's 
up to you; if you want to do it by 
placing this game, forget it. " 



COMMENTS 



Joysticks: Cursor. Kempston, 
Sinclair 

Graphics: colourful but poorly- 
defined characters 
Sound: tune, poor effects, song - 
Who 'S Crying Now- from obscure 
band Resister on side two as 
marketing gimmick {in mono) 
General rating: a disappointing 
licence, wasting great potential 



Presentation 
Graphics 
Payability 
Addictive 
OVERAL 




DRIVE YOURSELF 
CRAZY WITH TITUS 



CRAZY ^ 

'cars 

TEN RADIO- 
CONTROL 
FERRARIS 
MUST BE DRIVEN 
AWAY! 



SORRY, Florida isn t the place to be any more - not according to 
Titus s high-performance road riot Crazy Cars. Malibu Beach in 
California is where it's at now, so hit the road ... but aflyou have 
for transport is a Mercedes 560 SEC VS. and we all know how slow 
and dilapidated those are! 

Strll, if you can reach Malibu in time, heating the clock and the 
risks of the road on six courses, you II be rewarded with a 
Porsche 9 T I Carrera in which to attempt the journey again. 

It s ail in Crazy Can. the first Srrtish Spectrum release from French 
software house Titus (THE GAMES MACHINE described it as 
addictive and entertaining ' and we'll have it reviewed nest issue, 
with luck) Crazy Cars offers four increasingly posh motors for you 
to drive like a mad thing across the American desert roads, 
culminating in the ultimate posing machine - a Ferrari Testarossa 




! 
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The Testarossa starts here 



HEADLIGHTS BLAZING! 

Nlkko's amazing supercharged racers can speed forwards and 
backwards, they're fully steerabJe, they have a speed-seJector 
switch - high for the real Nigel Mansefrs, Jow for the wimpy 
CRASHers - and they feature a neat turbo-boost function . . , which 
means they go li ke a bat out of heJJ across the carpet wrth headlights 
blading 

Ten lucky winners will each receive one of these beautiful 
models pius a copy of Crazy Cars, so they can make test runs on their 
Spectrums, And ten runners-up will each receive a copy of the 
game r too 

Just trace the route of the Testarossa on our puzzle - does it end 
up at point A, B. C D of E? Ring one on the form, and send it off to 
CRAZY ABOUT TITUS COMPETITION r CRASH, PO Bom 
W f Ludlow, Shropshire SYS IDS to arrive by April 5 
Remember, the decision of CRASH'S appointed Judges is final in all 
respects, and they don t like back-seat drivers. 




The Testarossa finishes at point 
A B C D 



NAME 
ADDRESS 



POSTCODE 



B 




CRAZY 
7 CARS 



THE REAL TESTAROSSA 

When you've finished Cra/y Cars - if you ever can - you II be 
yearning for the real thing. So Titus, high-tech model-manufacturer 
NJkko and CRASH have joined forces to bring you a Testarossa of 
your own 

Ten radio-controlled model! of the Ferrari Testarossa are 
up for grabs.-! 
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Out of this world. 



BEST OF ELITE Vol. 1 

1) BO MB JACK 1985 TECMO, LTD 

2) FRANK BRUNO'S BOXING m elite 

3) COMMANDO JAPA ^ capsule 

Ai a.™,^, r- COMPUTERS (UK I LTD 1985 
4J AIKWOLF : 1984 UNIVERSAL CfTY STUDIOS. INC 




BEST OF ELITE Vol.2 

1) PAPERBOY 1984 ATM GAMES. INC 

2) GHOSTS N GOBLINS jamn «psule 

„, „ COMPUTERS |UK: LTD 19B5 

3) BATTLESHIPS eutebsj 

4) BOMBJACK II tecmo ltd Of japan 






and OUT FTIW I 



6-PAK Vol. 1 HIT PAK 1987 

1) SCOOBY DOO 

2} SPLIT PERSONALITIES 

3) 1942 

4) JET SET WILLY II 

5) FIGHTING WARRIOR 

6) ANTIRIAD phis DUET 



6-PAK Vol. 2 I HIT PAK 1997 

1) INTO THE EAGLES NEST 

2) BATTY 

3) ACE 

4) SHOCKWAY RIDER 

5) INTERNATIONAL KARATE 

6) LIGHT FORCE 




I ^ ReleasTdater^flth EES. 88 

RUM+3 DISC £14.99 EAC 




tJUE, LICHFIELD, STAFFS WS13 6RX 
f|e- (0543) 414885 




. - J- 



THE AITEX 
GROUP 




PRINT & GRAPHICS 
SUPPLIES & EQUIPMENT 



CONGRATULATIONS 
TO CRASH ON THEIR 
GOLDEN 
ANNIVERSARY. 
WISHING 
THEM ALL THE 
SUCCESS 
FOR THE FUTURE. 



Autex Midlands (Coventry) 0203 688072 

Autex Midlands (Birmingham) 021 454 6066 




SCAN STUDIOS LTD 

Scanners and litho plate makers 
CONGRATULATE 

CRASH 

on their 50th issue. 



We are delighted to have been 
responsible for their reproduction 
and wish them continued success 
for the future. 



SCAN STUDIOS LTD 

ADVANCE WORKS 
WALLACE ROAD 
LONDON Nl 1PQ 



CARLISLE 
WEB OFFSET 

wishes to 
congratulate 
Newsfield on their 
50th issue of CRASH 




RS. We hope the gold ink is 
dry, our General Manager 
had to blow-dry it 
personally! 



Congratulations 
on your 
50th issue 
from your 
typesetters 



The Tortoise Shell Press 



Printers - Typesetters - Designers 
28 Corve Street Ludlow, Shropshire SY8 IDA 
Tel. Ludlow (0584) 4259 
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\t a becoming a good winter for letters, I suppose the Christmas 
Special and indeed all the autumn issues were something to do with 
that, because the great undertaking of The CRASH History and, less 
happily, the misbegotten CRASH fanzine CRUNCH were bound to 
provoke some criticism. (Though mind you pn rereading CRUNCH J 
saw whet they were getting at-rfs not overelaborate and there are 
some funny touches as well as the excellent idea of sticking tips at 
the end of each review. Perhaps Nick needs prodding on that ... J 
But this month's special prize - £50 worth of software for Issue 50 
- goes to a letter of complaint which I felt was whin^eing and self- 
glamofi singly cynical. I can't believe anyone can bear such apparent 
venomous hate toward a magazine simply because they dldnt like 
one issue ■ , * 



EXTREMELY 
ANNOYED 

Dear Uoyd 

This letter will never be used in 
your magazine, as it is too much 
the truth, and if it is, it will only be 
printed so that you can use any 
Protect and defend our precious 
CRASH' replies that you might get! 

CRASH has undergone many 
changes since issue One. some 
good, some bad. but I have always 
bought it as I used to think it was 
the best magazine for ardent 
Spectrum fans. However, there is 
one final alteration that must be 
made. That is the name of the 
publication. No longer can H be 
called' CRASH '-it must be 
renamed "CRAPP". 

Yes, after buying the Christmas 
Special I was disgusted Not oniy 
was it late (it didn't appear 
anywhere on 10 December), but I, 
and my wife, counted over 1 00 
pages of adverts and CRASH 
History covers. What a bore! I have 
every rssue of CRASH already, so 
\ have therefore no need for any 
extra covers, thank you. 

So Newafteld are participating 
quite nicely in the season of 
goodwill and daylight robbery. 
E1 .95 for a Xmas Special! ! The oniy 
thing at all seasonable about it 
wera the words ■Christmas 
Special ' on the cover and a bit of 
snow on the CRASH logo! 

As for the two Smashes, both 
Ocean, probably the biggest 
i ncome for CRASH on ad vertising, 
so we have to keep them sweet 
don't we? 1 mean. Match Day ft, it's 
the same old game with a little 
cosmetic surgery, init! Perhaps it 
was Smashed because someone 
had a guilty conscience for not 
Smashing it first time round. 

And as for Derek Brewster 
leaving, why are you not getting 
another adventurer to review 
games? Tony Bridge is pmbabiy 
ideal for the job. I mean, how can 
your reviewing team do the job 
properly, when they are obviously 
onry fans of arcade games? And 
what does 'they will be reviewing 
the major releases" mean? Does 
this lei! us that the smaller 
software houses won't get a look 
<n? Most of the best adventures 



are from small er companies and 
are only available on mail order, so 
if they aren't getting a chance , how 
do we know where or how to get 
them ? Are you not going to review 
any of these smaller games any 
more because they don't spend 
any money on advertising in your 
precious 'catalogue'? 

As you can telt, I am extremely 
annoyed, and have cancelled my 
regular order of CRASH, I shall 
from now on flick through it if I see 
it on a shop shelf, and oniy buy it if 
I see anything of interest, which I 
doubt. 

E1 ,95 for the January edition, 
what a np- off'! 

Peter Hear, Stanford-La- Hope, 
Eseex 

It's very tempting not to bother 
replying to someone so 
determined to be cynical thst they 
see dirty deeds in every corner. 

f don 'f know what you mean by 
our 'catalogue'. Peter - nor do I 
know what you expect to be 
seasonal tn a Christmas Special 
The point is it '$ a bigger magazine 
than normal to read over the 
Christmas holidays. 

And if you thtnk we Smashed 
Ocean games to keep them 
advertising, perhaps you should 
talk to our advertising department, 
which has several times had major 
advertisers take their business 
away from CRASH because the 
reviewers refused to be swayed by 
the importance of a big firm. 

Your point about small 
adventure houses is valid, and 
there 'II be occasional roundups of 
budget and mail-order adventures 
from now on. But I gather the 
policy fs that full-price games are 
more important to review because 
people risk more money when they 
buy them. 

Why do you think the CRASH 
reviewers are only fans of arcade 
games? After alt, Derek Brewster 
writes arcade games (and he 's left 
CRASH to produce more at his 
own new software house, 
Zeppelin). 

The Christmas Special was 
published on December 17, not 
December 10, and the promise of 
December 10 In the magazine was 
simply a mistake in our production 
department - the printing date had 
been changed but they 'd forgot to 



telt the editorial people! So that 
was our mistake, but hardly a plot 
to do you out of £1.95. 

Vm giving you this issue's 
special Letter Of The Month prize 
- £50 worth of software - not io 
woo you back to buying CRASH 
but to disprove your first 
paragraph. Though no doubt you'll 
makes conspiracy theory out of it. 

LM 

SHOW ME 
MORE 



Dear Uoyd 

I am writing about the venues of 
the Microtair and The PCW Show. 
99.9% of all me computer shows 
are in London - 1 would accept this 
if there were no other venues to go 
to but there are. The Q-Mex Centre 
in Manchester is big enough to 
hold any of the shows. I wish the 
show's organisers would think of 
people in the north as welt as just 
Ihe south all the time. The people 
in the north do have computers, 
you know! 
The cost for me, my mum and 



dad is around £36 to get to 
London. I'm sure I'm talking for 
other people as well. 

The shows are excellent thoug h r 
if you can make them, especially 
The PCWShow-it has everything. 

Also, on a different subject, 
what's happened to the 128- 
version box on CRASH reviews? 
Let s have it back eh? Match Day 
It had 1 28 music but you didn't 
mention it, so did Joe Blade and 
Renegade to name a few. Please 
include this box again as most 
128K music is fab! 

By the way. I think the video 
reviews are great. 

Stephen Hanstead, Wigan 

I agree - it's funny that though the 
software world is very 
decentralised, with lots of 
software houses outside London 
and based in Birmingham, 
Manchester etc (though not 
Scotland), and the users 
apparently spread evenly all over 
the country (judging from the post 
we get at the Towers), everything 's 
in Londonf 

To be fair, the Which? Computer 
Show was held at Birmingham's 
National Exhibition Centre just a 



MAG COMPONENTS 

HAVE GOT IT 

Whatever you want, we can supply it:- 
S0FT Mft»ft e PERIPHERALS 





Whatever computer, we can repair it:- 



Over many years we have built upon our huge 
range and are now expanding into two premises:- 
MAG COMPUTERS MAD COMPUTERS 

31 STATION ROAD AND 406 Bordesley Green Rd 
WALSALL WS2 9JT B0RDESLEY GREEN 

BIRMINGHAM B45NE 
S (0922) 649695 

021-7666405 
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few weeks ago. though it's mainly 
for 'serious' and business 
computing. 

126 box? i think the idea was 
that often there's not enough to 
say about the 128K version of a 
game except that the music is 
better, which is predictable* 

LM 



REVOLUTION 
CANCELLED 
DUE TO LACK 
OF SUPPORT 



Dear Lloyd 

Having recently read a rival 
magazine (C&VGi, which I shiver 
to admit J noticed a little article on 
one of their pages about CRASH 
(and ZZAPf) starting to go downhill 
because of 8- bit users moving up 
to 16-blt as it is the only place to 
go. So does this mean you will be 
slowly bringing in arcade games, 



reviews on Am iga and Atari as well 
as Speccy 1 28, or willyou just slog 
on fill the Spectrum B-bit dies out? 
I admit It may be some time, but 
doesn't time fly when you're 
getting old! 

Moving on to a brighter note I 
have to congratulate you and the 
team for, in my opinion, the best 
computer mag around (by the way 
the length of reviews is fine, but 
maybe a few more hints and tips). 

Patrick Taylor, Chester 

16-bit is only 'the only place to go' 
in the sense that the Apricot XI I'm 
trying out is the only place to go 
from a battered but reliable 
Hermes. True, it wouldn't make 
much sense for a computer tyro to 
buy a Spectrum now- though the 
+2 is stiit one of the cheapest 
routes to quality computing for 
younger users - but the presence 
of 16-bit machines doesn't make 
the 3-bit Spectrum arty less 
valuable for those who already 
have it 

Why should ail those Spectrum- 
owners who've valued their 
machines for four years suddenly 
lose interest just because there 
more powerful computers such as 



the Amiga and ST are cheaper 
now? 

And indeed ail the Signs are that 
the 16-bit and console 
'revolutions ' have only realty been 
minor disturbances - some of the 
a vid trade-watchers at CRASH tell 
me there are only about 130,000 
Amigas and STs in the country, 
compared with some four million 
Spectrum$ l and fewer than 20. 000 
dedicated consoles. 

It 's a bit like the desktop 
publishing ' revolution - last year 
we were ait told how the face of 
publishing would be transformed 
by page-design and typesetting 
software^ but it simply . . . hasnt 
happened. 

So the answer Is no, CRASH 
won't become a 16-bit magazine, 
though I'm sure there'll be some 
coverage of the 1 6-bit machines in 
news. Believe it or not CRASH'S 
circulation has actually RISEN 
dramaticaily in the fast six months, 
so we don t see any need to jump 
on bandwagons - the old family 
car will do us fine. 

LM 



SHURELY 

SHOME 

MYSTIC 



Dear Lloyd 

I hereby stake my claim as the first 
person to complete Mike Single- 
ton's Dark Sceptre. I completed it 
on Januarys 1988 at 4.50pm. A 
reaper I recruited killed Umbrarg's 
Reaper at Wimball's Way on the 
22nd day and took the Dark 
Sceptre. After completion the end 
sequence is an endless stream of 
Warriors walking across the com- 
pletion message from right to left. 
The message is: 

The evil has failed 
Of the Sceptre Dark 
Your Victory to hail 
In triumph we march 

By the way. whatever happened to 
having to destroy the Dark Sceptre 
as written in the instructions? A 
handy tip is to get rid of most of the 
Mystics quickly, grab anything and 
bribe anyone. The Dark Sceptre Is 
usually somewhere on the bottom 
right of the map. 

Scott G Maclntyre, Argyll 

Well done, but whatever hap- 
pened to English poetry? 

LM 



CRASHING 
STARGLIDER 

Dear Uoyd 

I have been a Spectrum -owner 



since 1 983 and recently decided 
to 'upgrade' to a +2. 1 then 
decided I would like to have some 
software which would make full 
use of the increased capabilities of 
my ' new' machine, and after 
reading some back issues of 
CRASH, I decided that the 128K 
Starglider seemed to be the best 
choice, 

I bought the game and think it s 
brilliant, but I do have one unusual 
problem withrt - every time I try to 
enter upper-case letters into the 
high-score table the program 
crashes! This is particularly 
unfortunate as the cheat mode you 
printed for rt a few issues ago 
requires the use of upper-case 
letters for rt to work I 

I now wonder if anyone else has 
had this problem, or is there 
something wrong with my 
machine? Atso, do you know of 
any POKE which would en able the 
cheat mode without having to use 
the high-score table? 

Michael Barrett, Leeds 

Ben suggests you try playing it in 
4SK mode, and I've begged Nick 
Roberts to see if he can print some 
help in the next few issues. 

LM 



USING HIS 
LLOYD 
MATTER . . . 

Dear Uoyd 

Is this another first for CRASH - a 
letter from far-off Hong Kong? 
When I was in England, I con- 
templated sending you a letter 
many times, but! never seemed to 
get round to it . But I've found a bit 
of spare time, so I thought I'd con- 
tribute to that pile of letters that 
threaten to take over CRASH 
Towers I 

In England, I remember reading 
a letter from someone in Australia 
who was complaining that they 
received CRASH about three 
months late. What a terrible pros- 
pect, I thought! Now, look what's 
happened - it's the same thing for 
me. Actually, I have just received 
the December edition of CRASH 
(now being January 8) yesterday. 
Are all the special offers out of 
date? The Mail Order Minion is 
certainly in a festive mood, with all 
these special offers on games - 
but do they still apply to unfortu- 
nates such as me? 

To make matters worse as 
regards the time delay, a friend in 
England keeps sending letters (air 
mail - five days) telling me all about 
the UP-TO-DATE CRASH! 
Infuriating!! 

Still, there's still the panic letter- 
box-opening ritual, just before I'm 
due to receive the now-famous 
plastic bag containing the 
goodies! The wait is worth it, too. 



r 



FOOTBALL B CfflCKET 

Sports Stmutahorvs rnwi E & j Software (EstabJisfted 3 Yeans) 

SKILL.. . TAQTlCS. . . . DECISIONS STRATEGY.... 

i CLASSIC Strategy Garner patted with GENUINE & REALISTIC Features 

S555H 11 : °£ N y 9 U M A ^ DL ^ ALL OF TH1S 7 • ^ *« teams Home & Away - Unique a 
?M^^^uESi*^* F f2P*f** ■ ^un Team & Substitute Seiocnon ■ la-MatcrTsub 

SM J wns Named & Recorded Goal Scorers - Maich Injuries • Team Mora* • l^U- Dema->d & 
f ji 5q,,aa icings □< Al , loa^s show n n delaiis ol AL1, Players in the League I nam al 
5 £' em , 5 h 1 Sk,lll ? vel5 - ManaMfs Salary - Continuing Seasons Often ioMar<we Other 

S'iEt ' a" \^ ue Ta £ e ■ ™ nces • s ^ wn 7,ck * 1 * ale5 • s * <* ^ Save ^ ™* t earn 
Styles Bank Loans Match Ftecacrs ana SO MUCH MORE ' 

EURQPEAHH JHE MOST COMPLETE E UROPEAN SIMULATION YOU CAN BUY I - Home 
A Away Legs - FuU Penalty ShoovOu.1 (wilh SUDDEN DEATH I 2 IN -MATCH Statutes 
Allied • WQort^umDouOte i. 1 DRAWN J - Fu.'l fe*m & Subtle Se.ecton • Fxim 1 m B 
-~* Skill Lewis - Distipt narj- taole SaveGa^e • TEXT MAI CH SIMULATION lauding: Maich 
Timer. Named 4 ReproedGoai Scorers. Comers. Free Kicks. Goal Times.. fallowed Goals 
MUC^I^eT 17 Pe^'t'B*. Bookings - En?* your own PREMIER II Wnr-mg Team and 

WORLD CHAMPIONS A COMPLETE WORLD CUP SIMULATION -Select FrundliBs - Sou* 
of 25 Player - Qualifying Rouno - 2 in-Match Substitute* • Disciplinary TatHe Selecttrx 
Oppdnems - Save Game - Change Player a Team Names - Quanta F.nai G'quo ■ Player aa 

ma^pm^ui ifX'^r^T: 7 u r^ s £ ": a Time : p&naf * snoot-out - 

MATCH SIMULATION mclucf.ng: Bookings. Goal Timrjs Named a Recorder* Goat Scow- 
Injury Time. Comers Free Kicks.. Maich Ciqck. Penalties ■ and MUCH MUCH MORE ; 

ana AtMOSPHERE ef lhe One Day Game - Weaker. Wicket & QuJf .old CgrtoTOfca ■ Battiru 4 
HowlKig Tactc-s - Team Se«ct«r - Fasi. Scnn a Men urn Pact Bow i I yp« ol Batman 
.Seiec: F.eid Layout ■ 3 Sk,i= Levels - Wioes • Byes - No Bsir ■ flun Outs - Meiield DrSZwf 
Latches J^pudrd Bin.n.3 & Uo*.,-g *.-,i v ,,, H.n R,:, R u , s>~ Q * Op-,,-, sGa-e 

in f AQt R ! : c S^pD?jMr! toh ^•^stawfJlBall b^ Ball Aciion « Commen- 
tary and MANY MORE FEATURES. Phoe ir^udOS a FREE oed of CFtlCKET MASTER 



Software 
availabikity 

PREMIER H 
EUROPEAN II 
WORLD CHAMPIONS 
CRICKET MASTER 



Soecirurr 
Any 44/1 28 

Tape Disc *i 



Cu-f!Tirt>odore 
64 i 120 
Tape 5l.'4"Difii 



Amstrad 
CPC 



£6.95 
£6.95 
C6.95 
C7.95 



C 10.95 

Et0.95 
E1 i 95 



5T7.95 
E7.95 
E7.95 



L10.45 
£10.45 
510,45 



Tape 


3" Disc 


£7.05 


E11.95 


tva 


tva 


£7.« 


£11.95 


es.95 


£13 95 



9, fl l™y A V LJE ,- tlLJ >' an T ? Games ana deduct £2.00 t>qm iota) 
5UTCRBVALUE auy any 3 Games and deduct £ 3, oo Jrom n>iai 
FANTASTIC VALUE buy any * Games anttdeduc: £5 DO Tram 
\QW 

All Games available 0y MAIL ORDE R tor tmtOlA TFdespatch 
by 1st Class Post Prices include P & P farfdf*.00oulSidaUK> 
and full ir 5-lru-diQns 

PLEASE STATE MACHINE AND SPECIF- ¥ TAPE qr QlSC. 

Send to. E a J SOFTWARE. Room 3, 3/WesImoor fload, ENFhELO. Middlesex. EN 
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Contrary to several readers' opin- 
ions over the last few months, 
CRASH is not going downhill. I 
I hought the CRASH Sampler <dea 
was excellent - but PL£ASE don' r 
repeat the 3-D glasses bit to often, 
as certain members of the family 
are experts at throwin9 away 
essential items that look like rub- 
bish! 

Though the power supply in this 
place is 200-220 volts, the Spec- 
trum 128K works fine - which is a 
great relief! Unfortunately, my 
games input has drastically fatten 
since arriving in Hong Kong. 
There's only one shop that has 
even HEARD ot the Speccy - and 
the latest game they stock is 
QuIcksHva's GtassW What they do 
sell, though r is microdnve car- 
tridges , a rarity In the U K. They are 
rather expensive though. 

Back to more mundane matters, 
your revtewing system has just 
about reached top standard, but 
can you please state specifically in 
the SOUND comment whether or 
not there is any 126 sound - r>o 
matter how insignificant, ft can 
make quite a difference (especially 
if Binary Design have got anything 
to do with itl). 

Next comment: what's wrong 



with budget games? Some are 
good, some not so good. But, if a 
software company or programmer 
wants to make a name for rtself/ 
himself something like Orflteris 
going to have M UCH more impact 
than, say, /, Bali 2 si mpiy because 
the latter project has neither the 
time nor the money to produce a 
high^quaiity product (not just the 
game , but the packaging and even 
the advertising) . And, as soon as a 
company starts churning out 
thousands of budget titles, the 
majority will not even be worth the 
laps they're saved on! Just think 
of some recent classics : Drifter, 
The Sentinel, Exofon, Zynaps 
etc . . . it takes some thinking till 
you come up with a budget class- 
ic. 

ARC Britton, Hong Kong 

PS Did you ever know that ' Uoy d * 
means 4 grey'? You do nowJ 

PPS Whatever happened to the 
habituaHy-mentioned 
LMLWDy Is everyone 
becoming nescient 
(LMLWD)?! 
it's not that I've been abrogating 
my lexicographical mandate, it's 
fust that my philanthropism is 



quotidian and the task of 
deforesting my Augean in-tray 
incontrovertibly Sisyphean - 
hence horary workloads 
exacerbate latent vocabularian 
amnesia. 

I didn't it sounds unpromising. 
Why didn 't th&ycafi 'grey' *Uoyd? 
Think of it: Uoydhounds, Lloyd 
eminence, the wett-known Tantan 
film Lloydstoke, 

Your comment on 128 sound 
echoes Stephen Hanstead's 
letter, so the message has 
probably got across. But as for 
budget games, why do we want so 
many classics?! There wouldn't 
seem to me to be anything wrong 
with a simpfe t undistinguished but 
fun game - and that "s perfect for a 
£2-3 price. 

Also, it's not only a question of 
how much software houses can 
invest in a project - it's also a 
matter of how much they can ask 
for the product, it's commercial 
idiocy to sed a great great game 
for £2. 99 when you could get three 
times that for it. 

And, tike it or not, the software 
business IS a business - nobody 's 
in It for love. A software house 
should give you good value for 
money, as a magazine tries to, and 



cheap deceit is wrong whatever 
the motivation. But there's nothing 
wrong - at feast, I think there's 
nothing wrong and I suspect even 
the loudest Spectrum socialist 
would agree with me if they 
stooped to rationality- with trying 
to make a bit of money, as long as 
you're honest about it. 

LM 



MR AVERAGE? 



Dear Lloyd 

Could you mention in the Forum 
that an {anonymous) reader has 
found out the average percentage 
of every game ever reviewed in 
CRASH -68,26% . This was found 
out by using The CRASH Directory 
and a (now broken) calculator. 
Marks out of ten in trie Adventure 
Trail I multiplied by ten to get a 
percentage {eg 7/10 becomes 
70%). 

The Big Ugly Green Monster 
From Ludlow 



Hello Nick, you're looking very 
green today! But thanks for your 




HOW DEBBIE MET A STRANGER! 



Desire' is like an intimate conversation 
on your PC screen! Just phone in and 
join in for hours of enjoyment. There's no 
enrolment fee — just one phone call via 
your modem puts you through to a new 
world of handy services and fun things to 
da Take a look at the menu . < . 

Chafge Rate 38p inc. VAT peak £ 25p inc VAT 
per min. off peak. 



CHATTER BOX The interactive message board. Say what you want to say — 
stir up a hornets' nest, start up a friendship! Seethe immediate response! 
MAILBOX A handy way to leave messages with friends. 

DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find 
a top computer job! 

GRAFFITI CORNER Whatever you want to say r here's where to say it! 

DEBBIE DESIRE'S PROBLEM PAGE Personal, emotional or sexual 
problems answered. 

LONDON E 14 9TW PHONE NOW 
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number-crunching, whoever you 
are -i suppose ideally the average 
percentage should be a little tower, 
50-60%, because an average of 
almost 70% suggests we 've been 
rating average games as above- 



average. One statistical 
explanation might be that (quite) 
often games score in the high 90$, 
but under 10% is virtually unheard 

LM 



AT LAST* 



SPECTRUM SPARES 



itla*cmi 

mkROM 

7805 REG 
41I6RAM 
SPEC PSLf 



AT REALISTIC PRICES 
All prices include postypackitlg. handling and VAT 



£11.99 
£11.99 
£2.99 
£1.49 
£1+9 
£10+9 



SPECTRUM K/H OAR 0 MEMBRANE 
SPECTRUM K/BOARD MAT 
SPECTRUM K/BOARD TEMPLATE 
SPECTRUM + MEMBRANE 
MODULATOR 
S/MANUAL 



£4.99 
£5.49 
£4.99 
£9.99 
£9 99 
£22.99 



Remember all prices i lit; lude PAP, handling and VAT 
Full spares list available / Trade enquiries welcome 
Access/ Visa. 24-hour T.A« service 
SPECTRUM REPAIRS £ 9.99 + PARTS 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLEVELEYS > BLACKPOOL FYS 3NE 
li'l. 1 822708 



NEW — TRANSFER PACK 4 

SPECTRUM TAPE TO DRIVE 



A software system to tonvart many old and n«w TAPE based 
programs to your DRIVE |m> matter what typo) + OTHER USEFUL 
UTILITIES. Most jerky programs and others (e.g. with zero counter) are 
EASILY converted to drive. Pack has at least 7 programs! Opus/Beia 
owners add C1 for OPTIONAL extra program. State TYPE of Spectrum 
+ name of drive when ordering (e.g. 128K Spectrum and Microdrive) 
£11.09 on TAPE (E12.99 on cartridge for 49k Spec t. urn $ onlyL (£6 if 
updating] 

INFORMATION SHEETS - £1 each - appro* 6 TRANSFERS of 
POPULAR programs per sheet - needs TP4, Up to No. 50 avertable 
SPECIAL DEAL -Hqs 1 -20 for £3, Nos 21 -30, 31 -40 Or 41 -50 E3.50. 



IV1 /DRIVE OWNERS NEED MlCROTRANS 



MIC ROT HANS 2b -for m/driveto m/dnve back-up. easy ERASE, tape 
to drive (inc headerless) - does NOT convert programs. Includes MICRO- 
TAPE and RUN programs. ONLY £J on TAPE. C5 on Cart, ALL Spectrums, 
CODE COMPRESSOR - Many uses, but tdeal for use with hardware 
devices thai dont compress saved codel ONLY E3.50 
HQ BISK! - fttL PROGRAMS CAftRYQUH MONEY BACK GUARANTEE [not updalesl 



LEHM DLP1CR 11 BFACONSFICLD CLOSE. WHITLEY B4T. 90W. fTiel. 091-ZS3362M 



ANOTHER NUMBER- 
CRUNCHER 



Dear Lloyd 

I 60 not think that the general standards of games are improving, I did a 
little research recently to find out whether full - price games are generally 
better than budget games or not. 

I borrowed my mum's trusty calculator, added up the overall ratings of 
the games that were between C7 and EM 0, and divided by the number of 
games in that price range I repeated the process for budget games and 
the only game above a tenner, a strategy game. 

I did this in the Christmas Special. I repeated the process for Issue 45. 
I also worked out the values of the compilations in both issues. These are 
my results: 



BUDGET 
FULL-PRICE 



HORRENDOUSLY 
OVERPRICED 



COMPILATIONS 



Issue 45 

62.7% 
65.4% 

7a.a% 



Issue 48 

52.9% 
60.8% 

78.7% 

Nicholas Jetfery, Brighton 

True enough, the average percentages in both budget and fult-prtce 
categories are lower in Issue 43. But as every statistician knows a couple 
of figures don t tail the full story - parttculariy when they're averages 
because a few freak high or low ratings can distort the average. 

Issue 45 had three Smashes, Wizball, Bubble Bobble and I. Bail 2 while 
Issue 48 had only two, Combat School and Match Oay II. Mind you the 
lowest in Issue 48 Saracen got a miserable / 5% while the to west in Issue 

T3%T WOrSB ~ ^ KeiS * 201 21 * And Fo ° tbal1 Director 9 0t 
What your averages do indicate a bit more reliably is that budget 

games as a race aren't much inferior to futf-pnee games. 
By the way, for advice on +2 music programs write to Jon Bales, 



Crunch some numbers, puncture some fond illusion*, give me an 
excuse to abandon the word processor for a typewriter where you 
can see what you're doing . . , whatever your views are, on CRASH, 
software, Smashing Match Day or anything less important, write to: 

Lloyd Mangram 
CRASH Forum 

PQBqxW 
Ludlow 
Shropshire $Y8 WB 
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Get to Grips with 
Magnetron 

Fully repaired and recharged after his 
exploits in Quazatron, KLP-2, thajf' 
wayward Meknotech of Steve Tmer s 
creation, is back in MAGNETRON. 
His destination, the space platforms of 
Quarteek. His mission, to locate and shut 
down the main reacto^M 

Grappling with a hoard of enemy d raids, 
KLP-2 must dismerjrfi&r his foes and use 

their circuitry an 

own power and weaponry 

Courage is the key; fear the destroyer and 
only with your expert guidance can KLP-2 
succeed in this awesome task, 

Available on C64 cassette f 8 95, C64 disc 
£14.95 and Spectrum cassette £795. 



Screen shots fiom Spectrum version. 
Telecom Soft First Floor, 64-76 Mew Oxford St, London WC1A IPS. 

Fi*ebnd *nd Firebird Logo are trademarks of 6r<tish WecOmmunicaliarH P\jC. 



A LEGEND IN GAMES SOFTWARE 





CHEETAH p-esent The Most Innovative Development Everfn Joystick Technoioav 1 
2SJJi?l£2 ^ S COmpul6r " ' TAN «S' ■ o plan vew ot two .anjj 

^ 5 ° rea ' ST C to**®**** ^a some great scwnd effects, 
-r 22E ? SfandardE " !h * 9 om * * st.il DULL Now aod more control 

&?££*■ n S f 00 ° *S t0nkt ° nly ^ ob3e to f,re in th * action thaWy 
^ co.,er. or ft^flockwards wh*t retreat.ng The second fire burton coufrj f>e a 
rrach ne gun a* *h e front, the third burton lay mines and the fourth buttton shoot 

r?t l ?JpK UP 6 5C, ' een ' n ni8h ' b0+tles ' pr pe;hQ P s coN U P ""formation on ammo 
Of fuel left Now imag-ne this new concept being applied to other gomes * 
Loop The Loop in F-i.ght Simulator gomes H>gh Jump en the Deoalhlon 
• r-stan f Realism . mst ant Exoteme nr. and Instant Skill a#e added 
A 'i this is nowposspfe wiih the patented 125 SPECIAL 
Aij the m Qj0 r software houses are now releasing gomes to take advantage 
or his new aeveiopment making .heir games even more exh.lorotma 
ine SpeciQ I wi II also act as a normal joystick 



Pr ices .nc^de VAT iKjslage* pacing Italian, norm fl n y n diyi 
£ rDOn WOW m nrj eitra co51 Da«l«f ttKfemi*! w »FcDme 
Oe«Uh (j'Oducr 5 available irom Brantftesa 
LAAW WHSMJTH+ H^gh Si Store* 
and all good computer shops 

or direct from Cheetah P R E S T E L 



Q j eetal 

I Marketing 



\*/ CHEETAH MARKED HO LTD 
l**t>Liry House, Narbury Road. 
Fairwaler . Cardiff CF5 3AS. 
Telephone Cardiil <Qff22) 5ES525 
Te*ex 447+55 Fa* (Q222J 




It's the golden issue of CRASH so I've got some golden tips and 
soma realty sparkling maps - of now games which no other mag has 
mapped! There's stylish cartography for The Edge's Smashed new 
licence Garfield In Big, FaL Hairy DeaJ, plus the solution to the game 
(who said tipsters were slow at completing games?}, 

Then there's the winner of the Driller map comp, who's so good 
with geography he forgot to leave his address; a more down-to- 
earth bit of map'rt'tipplng for Andy Capp; and an early map for 
section one of Platoon. 

And in reply to all the pleas for tips and POKEs for older games 
there's a brand new section crammed full of golden oldies - It's 
called Flashback. AND of course there'sthe usual Cheat Mode Motel 
and the Tipster and Cartographer Of The Month awards, both 
increased 1o £50 for this month with golden generosity. 

So ready, steady, go and get them POKEs! 



PLEXAR PLEASURE 

I love M.A.D.'s Plexar - It was one of the best budget titles of 1967. 
And new the Codebusters have hacked it to make motoring down 
those crystal roads even more addictive. 



PRINT AT 10,1 0; LOAD PLEXAH . 
M lTfl%ROM START- 
LOAD" "CODE 
LET X =37329: POKE X, 195 

POKE X+1 ,0: POKE X+2,98 _ 
TORF=25is8TO250S4:READA: 

POKE FA NEXT F 
DATA 175,50,138,186.195 
90 DATA 136,144 
100 RANDOMIZE USR 37263 



40 



50 
60 
70 



HEIST 201 2 
HACKED 

I donl know why anyone would want to hack Firebird s dismal 12% 
game, but the Caimpoke crazies have - so here it is. 



!' FALL ANY HEIGHT 
J 40 RANDOMIZE USR 32766 



1440 



David Brennan of Fffe has 
temporarily hung up his 
skateboard to zoom through 
Soma tips for US Gold's 720" . . . 
hare's how equipment helps. 

Skateboard: a new board is 
lighter and allows you to do more 
turns in midair. And witti a new 
board you get 700 points for a turn 
instead of 400. 

Pads and helmet: when knocked 
off your board you get up quicker. 

Shoes: you can kick faster {handy 
- or footy - against killer bees?) 



IN THE 

BASKET 

Dynamic Andrew Jackson of 
Peterborough sent in these tips 
for Ocean's Basket Master, 
programmed by Din-am ics. 

1 Try to go for three-poent shots 
as the computer will usually go 
for two-point shots. 

2 Try to commit as Jew fouls as 
possible as the computer will 
nearly always get the foul shots 
m. 

3 Keep energy high at all times so 
you can perform dunk shots and 
outrun the computer. 

4 Try not to travel back court or 
you will loose control of the ball. 



5 Try to basket all foul shots for 
extra points, W" 



1 5 tf • 

., Cfln [ 



- Be worried 



THE CAIRNPOKE 
COLLECTION 

This is getting to be a regular spot - the Cairnpoke POKEsters send 



CAR WARS 
INFINITE LIVES 



in page after page of computer paper covered in POKEs for 
Multiface and normal use. And it pays off. because they're this 
month ' s w in ners of £50 of software ! 



bosconian 

INFINITE LIVES, FUEL AND 
BOMBS 




32765 



VjUW- ■ 



K«0MIZE USB 32765 



15 1987 : LOAD " "CODE 
20 LOAD ""CODE 

|S SS3S&-"- 



DEATH OR GLORY 
INFINITE FUEL AND SHIELDS 



ORBIX THE TERRORBALL 
INFINITE LIVES 



J: 50 



^G^NTATIOA/POKEBY 



After loading type POKE 32lflS.O. then RAN- 
DOMIZE USR 36560, 
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ANDY 

HANDY 
AP 



tfDUCE 



KIEV; 



SSTART 

E EXPLOSIVES 



B BRIDGE 

T TORCH 
MMAP 
$ EXIT 




1 



AAAAAAAA 
99 Sfi 69 64 67 74 79 a? 



MULTIFACE POKES 



Marcus and Damian Conway of Bolton have been hard at work with 
Romantic Robot's Jittle black bo* and come up with those . . . 

page 49 



win a Muttitace 




720° 

ATV Simulator 
Dizzy 
and 
Dustin 

Freddy Hardest 
and 

Hysteria 

Renegade 

Rygar 

and 
Salamander 
Star Wars 
Thundercats 
Trantor 

and 



POKE 

41915.0 
60350,0 
62746,0 
59644,1 
52904.0 

63396, 18&63792.18 

6l606 r 4 

44598,201 

41048,195 

51216,0 

61577,0 

38902,201 

4526S.0 

31401.0:31402,0 

56711,0 

52529.0 



RESULT 

* time 
w time 
» fives 
turbo speed! 
invincible 

-■- lives 

* fives 
invincible 
^ lives 

time 

* fives 
invincible 
invincible 

* lives 
^ time 

* energy 




Yes, another new Playing Tips section with a trendy logo is born, n 
Flashback you'll find fresh POKEs for ofd games and old POKEs 
reprinted, some of them from the Issues no longer available as back 
numbers. 

To start Flashback off, here's an infinite- lives POKE for Thor's 
1984 Jack Ana The Beansta-k, and a POKE lhat stops the bandrt 
drawing during the quickdraw in Urtimate's two-year-old Gunfr,qht 
They're both from Peter Alford of Coventry, 

If you've discovered some POKEs for popular old games or vou 
can suggest which need POKEing, Ifash into Flashback' 

JACK AND THE BEANSTALK 

if &^<**a s 



GUNFRIGHT 



! 30 K "^BTTAP EFROMBEGW 

POKE4?9 J9 o-PniB C °DE: NEXT A 



THE TIP OF THE 
DARK SCEPTRE 



Mike Singleton's brilliant 
Firebird adventure Dark Sceptre 
has been completed by Mites 
Holbrook of Nottingham, who 
brings these tips, 
first to finish? ,„., Forum, page 31 

1 Your mystic is by far your most 
useful character. Without him 
your mission becomes much 
harder, so I'd advise starting 
again rf he's killed. 

2 Don't bother trying to find the 
Dark Sceptre till you have most 
of the surviving warriors on your 
side. 

3 The most important people to 
recruit are other mystics, for the 
reason above, and enemy kings 
- some of these are the best 
fighters in the game. 

4 Put all your characters apart 
from the mystic on persuade, 
befriend or challenge missions. 

5 The best way to convert people 
is to get the mystic to pelnfy 



them, then curse them. After 
this charm them and finally 
release them. To do this it will 
be necessary to pass the 
character several times. 

6 If you have a problem with 
Umbrarg's mystic at the start, 
set your two assassins to kifl 
him. 

7 As soon as you gel ertra kings 
or mystics on your side, save 
theqame. 

8 Dont worry rf you lose large 
numbers of lesser characters. 

9 When you have the majority of 
surviving warriors on your side, 
save the game and try to grab 
the Dark Sceptre. If you have 
problems with enemies, reload 
your position and send a mystic 
to convert them or curse them. 
When you find the Dark Sceptre 
and its guardian, either use one 
of the good kings to kit! him or 
curse him with a mystic. (It ends 
up at the bottom i n the middfe of | 
the map.) 




1 




FAST WORKING - 

AND WINNING! 



Cartographers Of The Month 
Stephen and Chris Lang don't 
waste time when it comes to 
completing game s - they've got 
this Garfield's Big, Fat, Hairy Deal 
solution and map in the same 
issue as the Smash review 
(page 13)! (And they'll find a few 
more games to complete in the 
£50 worth of software that they'll 
be receiving soon.) 

SOLUTION 

(Don't read this if you 
want to do it 
yourself!) 

| 1 Go right till Garfield falls down a 
hole 



2 Walk to the far left of the chest 
and kick it. Quickly pick up the 
key, before the rat eats it! 

3 Go to the park and drop the 
key 

4 Go to the shed and pick up the 
spade. 

5 Go to the hardware shop and 
use the spade. Then ptck up the 
money 

6 Go to the Healthy Food Shop. 
Drop the money and some 

' : will appear. Pick up the 



7 Go to the park and drop the 

seeds, then pick up the key. 

Afterwards Jump up at the bird , 
S When in the room where the 

bird left you, go up. Then go 

right to meet Ariene. 



TIPS 

(Read this if you're 
stuck!) 

■ If you're about to have a 
snack attack, drop essential 
items, pick up any object which 
is not needed, and EAT IT1 

■ If you're about to go to sleep, 
either drink Jon's coffee, or 
stop and rest while kicking 
Odie. 

EXTRA 

POINTS 

(Read this if you're 
GREEDY!) 

■ Go to the chair next to the TV, 
jump onto the chair and kick to 
rip it. 

■ Goto every room, 

■ Pick up every object. 

■ Eat most of the food (save 
some for when you get h ungry) , 
and eat objects which aren't 
needed in the game 

■ Place the tin behind the bin in 
the same room. 



■ Take the light to the sewers. 

■ Kick Odie and Nermel 
whenever possible. 

THRILLER 
WINNER 

Well, what an impressive way to 
start off a new camp series In 
Playing Tips -the maps tray has 
been swamped by 1 1 plans or 
Incentive's Driller, all entries for 
the Christmas Special map 
competition! 

The winner is Victor Lush, who 
sent in thJ s ma p and tips - but in 
the great tradition of all 
competitions, victor cannot be 
with us this month. He forgot to 
include his address with his 
entry (or I've lost It!) . Please send 
in your address and phone 
number, Victor, so that I can 
contact you and get your prizes 
to you as soon as possible. 

For some reason no-one who 
entered the competition could 
get to sector 13. Is it possible? 
Or has Incentive made a 
programming mistake? Write 
and let us know. 
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Key 

• : :. v SWITCHED ON/OFF bY SWITCH 

® Switch (cam tawe orm* rscms) 
I Dook. Into Complex o* Sroees 
X Drill here 

T Teulfoet To 0»d«ts Side Of Th* Raxet 
H Shield Crystal 
9 Enekt Crystal 

♦ Ming: 

* Danger Zowe 

# Water 



t This Sign On a Blhioing Signifies 
That it b Floating k Ncrr in Contact 
With Any Other Surface 
# DRILLING RmKT GoNC?taft> BY A 

Bov-DiNGi - which ^o^how, must Be 

MW3£ Tti D^SAPfA* oCwm 

B Switch on Wall OM4i . 



Emerald -kaIachitc-WjJW - AGHMrtMn£» Beau. *Art£THY5l ■ 

OWKL ■ 

» NLCCOLITt 



MAPS 




□ 



3 
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Amethyst 

Access to: Lapis Lazuli, Niccolite, 
Topaz, Obsidian, S1 stores 



g Stores S1 isshootabie 
from trie outside. The well which 
bisects this platform is also 
shootabls. The drill point is 
marked with a X, The cube switch 
will allow the section in the north 
wall to disappear when shot, 
allowing access to Obsidian, The 
teleport (to Ruby) Is activated in 
complex K1 - to teleport simply 
run Into the T. 

Topaz 

Access to: Amethyst, Beryl, K2 
complex 

Notes: When entering from 
Amethyst, you will come across a 
laser. This cannot be destroyed 
but if you shoot it rt will rotate 90" , 
thus removing you from Its line of 
fire. To enter K2 complex with the 
probe, move directly onto the slab 
under the door, then turn so you 
can see the two switches. Shoot 
the left switch to go up. To get 
down shoot the right one. DO NOT 
FALL OFR 

Beryl 

Access to: Topaz, Quartz, 
Aquamarine, Basalt, K3 complex 

Notes: The massive laser which 
guards the K3 entrance can be 
disabled by shooting the three 
power I ins which can be seen on 
the map. The teleport {to Emerald) 
is activated in K1 complex. 

To open up exits in the walls 
leading to Basalt and Aquamarine, 
enter K3 complex and shoot the 
signs on the wail. Shooting to three 
squares will open Aquamarine, 
shooting to three triangles will 
open Basalt ; only one can be 
opened at a time. 

Aquamarine 

Access to: Beryl, Ruby, Ketar 
Hangar H1 

Notes: The Ketar reconnaissance 
aircraft can be found in the hangar 
on the ripht (the only accessible 
one) , wti ich is opened by shooti ng 
the door. If you are not in the 
aircraft, you must follow the 
arrows precisely when entering 
Ruby or you will plunge to your 
doom on Mltral's surface. 

Ruby 

Access to: Aquamarine, Opal, 
Malachite, Ochre 

Notes: The diamond -shaped 
block floating in the middle is a 
laser which will fire at you if you 
shoot rt. To drill you must be 
exactly >n the middle of the 
pathway, The teleport (to 
Amethyst) is activated in 
K1 complex. 

Malachite 

Access to: Ruby, Emerald, 
K4 complex 

Notes: You need the aircraft to 
enter K4 through the hole at the 
bottom. Shoot both the eyes of the 
Gate Guard to turn him off. but 
beware - if you shoot his nose he'll 
shoot at you once more. H is fangs 
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and ail other blocks can be shot for 
points. 

Emerald 

Access to: Malachite, Alabaster, 
Lapis Lazuli, Graphite 

Notes: To reveal the dhiling point, 
shoot the top crystal and run over 
the block underneath (which will 
then disappear). The lasers on the 
east and west have blind spots, 
but all are indestructible. Shooting 
the crystal in the middle of the 
room will raise your energy and 
shields five times before 
disappearing. The teleport (to 
Beryl) is activated in K1 complex. 

Lapis Lazuli 

Access to: Emerald. Amethyst 
Notes: Shooting the switch will 
remove both the obstructive 
barrier and the door to Emerald. 
Shoot the switch again after 
passing the barrier, Vou can see 
over the barrier but you can't climb 
over it. The pyramids do not 
contain energy: their only 
functions are to add poi nts to your 
score when you shoot them and to 
c^t in your way. 

Niccolite 

Access to: Amethyst 

Notes: Running into a mine will 
terminate you. Shooting the 
switch is vital. 

Quartz 

Access to: Beryl 
Notes: The laser is indestructible: 
to stop it firing at you, you must 
shoot the cord that is suspendi ng 
it from the block above. The drill 
point is marked X. Shoot the 
switch on the wall for access to 
Diamond. 

Opal 

Access to: Diamond, Ruby 
Notes: Shooting the floor in this 
sector will increase your shields to 
maximum. When the switches in 
Niccolite, Alabaster and Quartz 
have been shot, the one here and 
the wall will fall down, giving you 
access to Diamond. What the 
number signifies is unknown 
(drilling coordinates?). 

Alabaster 

Access to: Emerald 
Notes: Shoot the water five times 
and it will drain away. When 
entering t he pit , make sure you go 
down the stairs - it s too far to fall. 
Shoot the switch on the wall for 
access to Diamond. 

Diamond 

Access to: Opal 

Notes: To get rid of the bu ildi ng so 
that you can drill, go down the 
tunnel and keep shooting the 
diamond. After 20 shots or so, run 
into the building. It will disappear. 
The two crystal s provide an almost 
infinite supply of shields and 
energy which can be tapped by 
running into them {not by 
shooting). The two lasers can be 
shot. 

Obsidian 

Access to: Amethyst, S2 stores 
Notes: The two lasers can be shot 
off their turrets, There are no other 



lasers outside the stores in this 
sector. To bridge the trench, shoot 
the slab which stands next to it. 
The pyramids in the trench contain 
bonus points, not energy or 
shields. 

There are two ways to enter S2; 
one is very nearly invisible and very 
near the edge of the sector. If you 
have a choice, use the hidden one 
- you can shoot the extremely 
powerful laser inside from the 
back. 

The J 1 T on the wall has no 
obvious function, except perhaps 
to inform you that there are only 1 7 
accessible sectors 

Basalt 

Access to: Beryl. U 
Notes: There is no way of 
removing the block under which 
the drill point is situated. But there 
is a point at which a reading of 
50% can be obtained, thus 
clearing the sector. This is marked 
on the map with a dot.. 

To access unknown complex U, 
move between the two L-shaped 
walls and walk into the end of the 
one on the left. 

The stack of pyramids can be 
shot for a points bonus, 

Ochre 

Access to: Ruby 
Notes: The two pillars set up a 
force field which must be 
negotiated (it has a blind spot) or 
flown over. 

Graphite 

Access to: Emerald 
Notes: The switch seems to have 
no function. If you land the 
reconnaissance craft on the 
floating block , it will disappear. 
The acid river causes your energy 
to go down every move you take 
You must use the path if you hope 
to have any chance of drilling. 

K1 complex 

Access to: K2 complex 
Notes: To make the teleports 
appear, make the blocks 
disappear by shooting them from 
right to left in order. 

K2 complex 

Access to: K1 complex. Topaz 
Notes: To enter K2 , go behi nd the 



computer bank opposite the 
entrance. This bank also disposes 
energy crystals. Keep shooting the 
too of the bank till an energy 
crystal permanently materialises 
(it takes about four shots). Then 
shoot It for energy 

K3 complex 

Access to: Beryl 
Notes: Look out - scanners can 
enter here. Shooting in this room 
tnggers the on/off signal 
responsible for the door: even 
shooting a blank piece of the wall 
will do this. 

K4 complex 

Access to; Malachite 
Notes: Shoot the four lasers on t he 
wall, which are destructible. Then 
shoot the block: it appears to have 
no effect outside the complex. 

S1 - stores . . . 4,4 

Access to: Amethyst 
Notes: Rich in both types of Rubi- 
con crystal. 

S2- stores . « . 1,1 

Access to: Obsidian 
Notes: The laser inside is very 
powerful and though it's 
destructible it can cause an awful 
lot of damage . It is best to enter by 
the second hidden exit toavoid its 
fire. The light fixtures can be 
destroyed, but curiously will be 
relit when you re-enter the 
building. 

H1 - Ketar Hangar 

Access to: Aquamarine 
Notes: To dock with the ship, go 
under it and rise. To dock with the 
probe go over it and fall. 

U - Unknown 
Complex 

Access to: Basalt 
Notes: If you follow this passage 
you'll find a switch which doesn't 
seem to do anything. 

Mitral - the moon 

Access to: nowhere 
Notes: You can fall here from a 
number of places. There is no 
escape- not even with the aircraft 
- so if you get into this situation 
you should quit and start again. 



THIS MONTH'S 
COMP 

Well, another Playing Tips finished and nothing much to say . . - 
except to tall you about yet another exciting cartographic 
competition. This time I'm looking for a map of all the levels of 
Gremlin Graphics'* Northstar, Smashed on page 24. 

The best Northstar map received at the Playing Tips dash by Apri l 5 
will receive £50 worth of software (increased for the golden issue - 
If a normally £30) PLUS a telescope, the better to chart those real 
space Stations With! 

And don't forget to send your POKEs, tips and maps for any game, 
new or old, to CRASH - there are also £50 software prizes (normally 
E30) for the best POKE/ tip and map published each month. Post all 
your work and latter bombs to: 




I 
1 

3 



\ 



iL-,— 



WHAT KIND 
OF SOLDI El 

AREYOUr. 
CUT OUT 
TU BE? s 



f 
/ 

/ 



Today's Army depends upon a wide range 
of very different people, performing highly spec- 
ialised and individual tasks that add up to the 
smooth running of one of the world's most modem 
fighting forces. 

Right now, there are vacancies in the highly 
skilled field of communications and languages, 
all of which offer good pay and promotion 
prospects. 

But remember, in the Army you're always 
a soldier first and you'll be trained as such, ready 
and able to do your job well under combat con- 
ditions either at home or overseas if need be. 

The Electronic Warfare Operator is 
employed on an operational task which requires 
a high degree of proficiency in a nominated 
language. The work involves the transcription of 
voice transmissions received through radio receivers 
and associated electronic equipment Full training 
is given in both language and radio skills. 



Special Telegraphists are fully trained 
( in the use of sophisticated equipment in the re* 
Cj lated fields of military communi- 
cations and communications security. 
Skills learnt include morse code, teleprinter 
touch typing and the operating of high grade 
receivers and direction finding equipment. Other 
careers in communications include Radio Tele- 
graphist, Data Telegraphist Radio Relay 
Operator and Technicians. 

Linguists (Special Intelligence) Moni- 
toring, interpretation and analysis of enemy com- 
munications could be vital in order to protect 
British interests throughout the world. As a Linguist 
you'll receive a comprehensive training in language 
^|and analytical skills as well as the operation of 
sophisticated equipment including automatic data 
processing, 

The Next Step 

These are rewarding jobs, calling for a lot 
of input from you in terms of time and hardwori 

If you think you are cut out to handle 
them, call in now at any Army Careers Informa- 
tion Office, or cut out the coupon. You'll find us 
in the phone book under Army.' 

Please send me more information about DM Operators □ 
Special Telegraphists □ Linguists □ Other Vacancies □ 

PLEASE TICK 

Id SPSO Royal Signals, Directorate of Army Recruiting, 
IDeptCRICOL Room 1106A, Empress State Building, Lie 
Road London SW6 1TR. 

Namp , 



Address. 



Date of Brrth. 



-Tel:. 
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A GATE TOO FAR 
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ON February 1 19BS, 
the sun didn't rise 
ominously over 
Ludlow's mist- 
shrouded hills. The 
wind didn't blow the dust and 
tumbleweed down the deserted 
streets past the saloon. And the 
two hardened gunfighters didn't 
face each other for the last time . In 
fact it was a pretty normal day 
here; it rained. 

But there was a 
CRASH Challenge about to begin, 
Sen Stone, the longest- 
established CRASH reviewer, was 
our (almost) final hope - an 
unchallenged might on the keys of 
Elite's Commando (94% in 
Issue 24), Yet his unquestionable 
superiority had been doubted by a 
reader! 

'Who is this mere morta!7 ' the 
entire dedicated CRASH 
readership (hello, mum) cries. No 
less than Leon Hefberington 
from Selly Oak in Birmingham . , , 



ROUND ONE 

We all take our places to watch the 
slaughter, and the Challenge 
begins, The polish ot both players 
becomes evident as they chill their 



Urn, Ben Stone loses Commando to a reader 
but it's not tike it sounds, OK7 

MIKE DUNN reports, the other reviewers 
say "Challenge? What Challenge? 1 and 
pretend the defeat is nothing to do with them. 




way to the end ot the first level, all 
lives intact. The CRASH team 
waits tensely for Ben to make his 
move, Obviously biding his time, 
Ben breaks the first area 5 
seconds and 1 400 points behind 



at 1 8800. 8ut then, horror of 
horrors, Ben's first life goes at a 
mere 26900 (my high score at 
Commando, but that's irrelevant): 
this is all part of Ben's careful 
strategy, we're assured. 



Leon is definitely making a bid 
for the second gate while Ben 
hangs behind losing another life. 
Still, he knows what hes doing, 5 
minutes, the hattway stage, is 
called and it's time for a brief 
review of the situation. Ben Is 
trailing quite seriously on levels, 
being almost an entire area 
behind, but he 's making a game of 
It scorewise - above 80000 and 
still looking good, only 2000 points 
away from Leon. 

The match continues; it begins 
to look as if this challenge were 
well-founded as Leon hauls a head 
at surprising speed. There's a 
slight pause when he encounters 
problems breaking the fourth area, 
but then everything goes 
smoothly; the 1 -minute mark 




zooms behind as Leon leaps out 
with 1 75300; and than in no time at 
all the first round is over with an 
impressive 209700 under Leon's 
belt. 

And Where's Ben'? Need I say 
more than 1 57550? Actually it's no 
more than that at all. 



BEN: 
LEON: 



157550 
209700 



ROUND TWO 

A serious pep talk is needed. 
Through the dripping sweat and 
tears Ben sees the honour of 
CRASH at stake and resolves to 
do better this time. The starter's 
gun (stopwatch) goes off by 
mistake, but it's too late; they're 
off 

This round looks more 
interesting from the start. Ben and 
Leon are through the first area at 
the same time, and though Leon 
has a lead of a few hundred if b 
early days yet. 

They're not halfway through the 
second stage when it happens: 
Sen takes the lead at 27&601 But 
once the cheer has died down, it 
becomes apparent that his first life 
went at 30000 points, and that 
st i lies the not-too-confident 
support. 

Picking up just 3650 more 
points, Leon takes the front again . 

The second gate stands no 
chance against the might of these 
mean dudes and it collapses in a 
flurry of points for Leon at 41450. 
As the dust settles we see that 
Ben's in gear again, ploughing 
ahead with a good 46250. 

5 minutes gone and another 5 
left - Leon's still trailing with 
84500, and Ben breaks the 
1 00O00 first, Things are warming 
up, though, and the next 50000 
points are spent m a fierce battle 
for the lead, with neither player 
holding it for more than half a 
minute, 
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► Testing nerve end reaction* ^Commando 



COMPELLING 
COMMANDO 

CONVERTED by Elite from a Cap^ 
com coin-op, Commando earned 
a high Smash (94%) in CRASH Is- 
sue 24 - and Christmas 1 985 was 
an age of great games, with Elite' s 
Roller Coaster among many other 
Smashes in the same issue. 

Commando was hailed as 'hor- 
ribly violent, and not much of an 



intellectual challenge - but great 
fun ' and even as "the best arcade 
conversran your Spectrum ishkeiy 
to see', an unusually faithful copy 
of the original. 

It sends the player on a mission 
to penetrate enemy lines and 
storm the gates of two mighty for- 
tresses, each defended by four 
smaller bases. 

You're armed with just a 
machine gun and a few grenades 
(more can be picked up), and to 
make things worse there are lor- 
ies filled with loads of well "aid 
soldiertypes. heavily armed jeeps, 
trucks, motorbikes and far too 
many of those little blue men who 
run around and try to kill you. 

So it's a man's life in Com- 
mando, but the very fast scrolling, 
dramatic sound effects and furi- 
ous action make it, in CRASH'S 
words, 'a great game forthoseinto 
fast-moving violence - it requires 
fine-tuned reactions and a fair bit 
of daring'. 




The buckets we use to pour 
Ben s sweat into begin to overflow 
and a cry goes up for more 
containers. Then the final minute 




is called, and Leon is in the lead by 
several thousand. Ben's computer 
begins to hiss and steam under the 
waterfall from his brow It looks like 
it's all over, and very soon it is, A 
heartbreaking defeat sees Ben 
over 200000 but 25000 behind. 



BEEN; 
LEON: 



205300 
230300 



It's all over and there's little time 
for excuses. Of course it was all t □ 
do with the time limits, I mean if 
Ben had had unlimited time, and 
another cup of coffee at 141 SJhrs 
and . . . and . . . 

What's the point? Is there 
anything left to life after our fourth 
consecutive defeat? There are 
only two of our number left, and 
just looking at them (Robin and 
Bym) doesn't exactly inspire hope, 
does it? Still, Robin's promised to 
have a go at Star Wars for 
Issue 52 . . . see you there. Or 
here. 



(CHALLENGf 

CHALLENGE ROBIN 
CANDY! 

Well spare ourselves the embarrassment and leave out the 
mitigating circumstances, the better- next-time promises, 
the empty threats - it*s just that finally Robin Candy nas 
agreed to join the CRASH Challenge, end he'll play a reader 
in Domarlt's Star Wars (84% Overall in Issue 48). 

The Challenge will take place sometime in March, so enter 
soon - and please leave the Force at home. 

Just fill in this form and rush it to CRASH Challenge, 
CRASH, PO Box f 0, Luttfow, Shropshire SY8 1 0B, 



I Dear Robin Candy 
I 

■ I challenge you to play Star Wars - quite soon in a small 
J Shropshire market town probably far, far away from 

I wherever I live. I've already scored 

J So put that in your SCORES and smoke it . . . 



I NAME .„,., 
I ADDRESS 

■ 

■ 



! TELEPHONE NUMBER 
■ AGE , 



POSTCODE 



If you ' re selected for the Challenge we'll pay your fare 
to Ludlow and home again, keep you warm and well- 
fed while you're here, and blackmail you with all the 
photos that AREN'T published 
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DRAW A MONSTER 
FROM YOUR 
HAIRIEST 
NIGHTMARES AND 
WIN GAME 
ARTWORK FROM 

HALF MAN, half beast, wholly horrifying - that's the Yeti, or abominable 
snowman', believed to live in the Himalayan mountains north of India. 
And the Yeti's also the subject of Destiny Software's first game, Yett, 
programmed by Christian Urquhart {Daley Thompson's Decathlon, 
Hunchback, Xecutot) and Mike Smith {who also worked on Xecutot). 

YeH is set in the high Himalayas, and you must trudge through crisp 
snow, climb treacherous peaks and overcome the Dalai Lama's 
henchmen to find the legendary creature of the cold- 
There are surprises of a different sort in fe/adon. Destiny's second 
release, programmed by Nick Eatock (Gnsyfeft). One load gives you two 
completely different game environments; in the first you jump on your 
hover-brke and speed down a hazardous valley, and the second returns 
to the weiMhed 3-D- isometric setting. 

And to cetebrate ihe launch of Destiny Software, the company is giving 
away a print of the Verr inlay artwork and a print of the Teladon inlay 
artwork as first prize in this comp! 

Besides those two collector's ilems, the winner and SSrunners-up 
wilt each receive a Destiny sweatshirt (for those cold walks up the Tibetan 
mountains) and a Destiny mug (for that well -deserved cup of cocoa), 

Just draw the hairiest, snowiest, biggest-footed Yeti you can imagine 
on this pocket-sized Himalayan range, fill in the form and send it all oft to 
DESTINY'S BEST COMPETITION YETI, CRASH, PO Box 10, 
Ludlow, Shropshire SYS tDB to arrive by April 5 

The decision of CRASH'S appointed iudges is final in all respects - 
because that's one of them pictured above. 
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HE HEAT'S ON IN 
SKATE CITY 



%<Pl THE ULTIMATE SKATE 
MSA BOARD SIMULATION 
^ THE ULTIMATE MANOEUVRE! 

— 1 U.S. Gold Ltd., Units 2/3 Holford Way. Holford. Birmingham B6 7 AX, Td: 021 356 3388. 





• "Those who like their actttfi fast and 
forms should enjoy 720 "2ZAP 64! 

• "A faithful and enjoyable conversion " 
ZUP64! 

• "QneofUSG'stestconversionstodate" 
COMMODORE USER 

• "For my money this is not just as 
playable astheroinop ft isinf art much 
more playable" COMMODORE USER 

• 'Fans of the arcade original and novices 
Me should love this playable and 
addictive game -one of the most 
original to emerge this /ear GAMES 
MACHINE 

• "U.S. Cold has set a superb standard" 
CRASH 

• "720 is the epitome of a classic. Its got 
every element of a great game" 
SINCLAIR USER 

• "Did we flip over it? YoubetrsiKiAM 
USER (Nominated a Sinclair User Gassk ) 

• "Virtually flawless arcade game. 
Addictive smooth and slick, easily U.S. 
Cold s fmestbour. Don tmiss thisone" 
SINCLAIR USER ^ Nominated a Sinclair 
User Classic) 

AMSTRAD 

^ £9.99t.£14 + 99d 

| CBM 64/1 2fl 

/y»s£9.99t.£11.99d 

f / SPECTRUM 

/ £8.99t 
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AM the superclone Q 

The Spectrum family □ 

tripling and MIDI music □ 

Magic buttons, printers, add-on ports □ 

Utilities; the programmer's best friend □ 

A mail-order marvel: the CRASH Tech Tape □ 

Technical Writer \J 



Sinclair's computers - 
and successors 



1 

1 



By the late 
Seventies, Sincla 
running out 
of road 



ft 



THE SPECTRUM is the 
beat and most famous 
ZX computer - but it's 
worth remembering 
the other computers 
that Sir Clive Sinclair had a hand 
in designing before the ZX range 
was conceived. 

By the late Seventies, Sinclair 
was running out of road- He'd hit 
trouble sailing calculators and 
digital watches, and had been 
trying to make and sell a pocket- 
sized TV set since the Sixties. At 
last he'd produced one, but it 
was unreliable and difficult to 
make 

One plan to raise money for 
the TV project involved a com- 
puter, the New Br am Britain's 
Labour Government bought a 
large stake in Sinclair's firm, 
Sinclair Radionics, to try to keep 
things going - but lost con- 
ndence after a while. Radionics 
was split up and Sinclair left to 
run a new firm, Science Of Cam- 
bridge. 

The NewBrain was sold to 
Newbury Labs, then to Grundy; 
at one time it was going to be 
the official BBC micro, but it 
reached the market too late and 
didn't catch on. 

Over at Science Of Cambridge, 
Sinclair and an engineer called 
Chris Curry pooled their experi- 
ence and invented a horrid wrist 
calculator, with keys you could 
press in three different direc- 
tions for various functions - a 
sign of things to come' 

CHEAP AND USELESS 
Then they dreamed up a com* 
puter system which has never 
bean beaten on price or useless- 
ness - the MX 14. It used an 
obscure processor called an SC/ 
MP. mainly because the firm 
that made it offered to design 
the computer for nothing as long 
as Sinclair used its chip. 

The MK-14 had a calculator 
display and keyboard. 0.2 5K of 
memory, and no box. Sinclair 
sold 10,000, and decided that 
computers were a good way to 
raise money. Science Of Cam- 
bridge changed its name to 
Sinclair Research. And after 
moonlighting for a while. Chris 



Curry left, to set up Acorn com- 
puters. 

In 19SQ the first ZX computer 
was produced - the ZX-80, 
designed by Jim Westwood and 
with software by John Grant. 
The ZX-90 looked very much like 
a real computer, though it was 
made of bendy plastic, had no 
keys and was less than a quarter 
of the size it appeared in the 
gEo say adverts. 

You could program it in 
BASIC, using a TV display, and 
save programs on cassette. But 
lots of improvements were 
needed. The ZX-80 contained 
only IK of memory, and it could 
only work with whole numbers 
between -32768 and 32767 - like 
the ZIP compiler in the CRASH 
Tech Tape. Worst of all. the 
screen went blank when you 
pressed a key or ran a program! 

Still, the ZX-flO was s success, 
and even spawned a clone - the 
CompShap Micro Ace. A 1 6K 
RAM pack - prone to fall off at 
inconvenient moments - was 
produced, and various ingenious 
tricks were used to stop the 
machine overheating. 

ZX-81 SUCCESS 
Within a year the ZX-B0 had 
been redesigned, with a custom 
chip in it to make copying more 
difficult, and with a much- 
improved display that allowed 
programs to run while the 
screen display was visible - 
albeit at about a quarter of the 
ZX-aO's speed. And ZX BASIC 
was souped up to handle text 
and floating-point mathematics, 
though square roots didn't work 
properly at first 

The result was the ZX 01 a 
big improvement, launched m 
March 1 98 1 at a price that under- 
cut the ZX-BQ by £30 1 The cloned 
Micro Ace disappeared, but 
Acorn Computers, founded by 
Sinclair's former colleague Chris 
Curry, got the BBC contract - the 
ZX-81 had only a black-and- 
white display. 

The ZX-80 had been assem- 
bled for Sinclair by part-time 
home workers, but the ZX-81 
was obviously going to sell too 
many for this arrangement to 
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work So Sinclair did a deal with 
Timex r which owned a big fac- 
tory in Scotland In return for 
building the ZX-81 Tim ex was 
allowed to sell it in the USA. pay- 
ing Sinclair a 6% royalty. 

The ZX-81 sold well - as did 
the US version, the TMS 1000, 
when it popped up in 1982. But 
Sinclair was still after the BBC 
contract, and in the summer of 
1 982 he announced the ZX Spec- 
trum - a colour computer aimed 
at would-be programmers, with 
16K or 48K memory The extra 
32K was fitted on an extra board 
inside the computer, so it 
couldn't fall off. 



CHEAP AND POWERFUL 
SPECTRUM 

The Spectrum hardware was 
designed by Richard Aitwasser, 
now at Amstrad, and the soft- 
ware was adapted from the ZX 
ai s by Stephen Vickers. The 
Spectrum had a new custom 
chip which could keep a colour 
display up yet hardly slow the 
processor at all - but a last 
minute bodge was needed to 
make the keyboard work prop- 
erly. This was the dead coc- 
kroach' modification : a chip sol- 
dered on its back with its legs in 
the air! 

At £12& for l&K, or £175 for 
48K, the Spectrum was very 
cheap and very powerful for its 
day. The 46K model seemed 
such a good deal that it sold 
eight times as well as the 16K 
model from the start, so a new 
version was produced - the 
issue 2 - which could hold 48K 
on one board The issue 2 had 
blue keys, rather than grey ones, 
to make the lettering all over the 
keys easier to read under elec- 
tric light. 

Meanwhile Aitwasser and 
Vickers left Sinclair to set up 
their own firm, Jupiter Cantab, 
selling a small fast computer 
that was a cross between a 
Spectrum and a ZX-80, Their 
Jupiter Ace flopped. 

REFINEMENTS 
Sinclair refined the Spectrum 
again in 1983, making BEEP 
slightly louder, using a cooler 
logic array, and adding a minor 
tweak which unfortunately 
stopped lots of sloppily-written 
games recognising the 




keyboard. This Spectrum was 
the infamous issue 3. 

Back in the USA Timex was 
bemused by the success oi the 
TMS-1000, and tried to follow it 
with a 16K variation, the TMS- 
1500, It flopped, so Timex came 
out with the TMS-2068 - a 
superSpectrum with graphics 
much like the new SAM Isee 
page &B) and sound like a Spec- 
trum 128K. That flopped too. 
mainly because of competition 
in the US market and poor soft- 
ware compatibility Ttmex gave 
up in February 19B4 

Meanwhile, the rubbery Spec- 
trum keyboard was urn vers ally 
hated, so Sinclair tried to 
develop something better- look- 
ing The result was the Spec- 
trum + . 

Bnlliantly , with the -I- Sinclair 
preserved total compatibility by 
using exactly the same circuits 
as in an old Spectrum, in a new 
box, And the + sold well, for a 
while, though the routines to 
read the keys still insisted you 
pressed them one at a time — fine 
for rubber keys, but now very 
frustrating 

THINGS GO WRONG 
Sinclair had been putting off 
plans for a super Spec trum since 
1982. He spent most of 19 93 
designing a portable business 
computer, but at the last 
moment a near-random collec- 
tion of design features merged 
into the Sinclair QL. The QL was 
launched, designed, manufac- 
tured and made to work, in that 
order. 

In 198b Sinclair's main dis- 
tributor. Prism, collapsed. The 
QL pnce was slashed in half. 
Sinclair, now a knight, was busy 
advertising electric tricycles. 
Robert Maxwell stepped in. snif- 
fed the air, and stepped out 
agam 

And by now the Spectrum was 
not considered sophisticated, 
even with the new keyboard. 
People began to demand more 
memory, interfaces and better 
sound. A mixture of new and 
TMS-208S features were cob- 
bled together to make the Spec- 
trum 12 8K. The money for the 
128 came from Spain, so that's 
where it was launched, 

In January 1986 the Spec- 
trum 1 28 K was launched in the 
UK. in desperate bid by Sinclair 



to look busy as debts piled up. 
But by March the bank had 
closed Sinclair's accounts and 
the company staff were paid on 
the firm's behalf by a large 
retailer that took stock in return 



On April 7 1 986 Arnstrad bought 
the right to make Spectrums, 
and to km the QL, for just £5 mil- 
lion, and also paid £11 million for 
the remaining stocks. 

Unconfirmed reports suggest 
that about 4 million standard 
Spectrums were produced by 
Sinclair Research. And there 
must be about BOO ,000 128s m 
calculation now. with the bulk of 
those being first-edition 
Arnstrad + 2s, 

A few Sinclair staff moved to 
Arnstrad and produced the +2: 
a 128 in a new box with a cas- 
sette drive 'glued on', as 
Arnstrad boss Alan Sugar put It 

A year later came the first true 
Arnstrad Spectrum - the +3. 
minus Sinclair chips and plus the 
disk system From Arnstrad 'a 
scrapped CPC range. The + 3 is a 
new design, not very compatible 
with the old Spectrum and its 
wealth of 48K hardware and 
software. 

And reports from abroad 
suggest that new +2s will con- 
tain stripped -down +3 boards, 
rather than the relatively costly 
but compatible +2 design. (To 
tell the old version from the new 
one. press BREAK and reset at 
once to get the TV tuning dis- 
play Then press the six keys 
QAZ and PLM at onca A new. 
less compatible +2 will go into a 
self -test mode, as on the +3, 
whereas an older 4 2 will ignore 
the keys.) 

Cllve Sinclair is now selling a 
portable computer called the 
Z88, designed by Jim West wood 
and using the same ZB0 proces- 
sor as the ZX range. He's still try- 
ing to raise money to do other 
things, 

Richard Altwaaser, who 
designed the first Spectrum 
hardware, heads Arnstrad 's tiny 
hardware-design group, which 
has little time for the Spectrum 

The future now seems to lie 
with machines like Miles Gordon 
Technology's SAM, But what' 
ever happens, the ZX Spectrums 
will be around for a long time yet 
□ 



ALL IN THE 

FAMILY 



1980 



□ zx-ao 

£100;4KROM, IK RAM; 
whole numbers only; very 
limited black-and-white 
graphics but basic 32 x 24 
screen established. Total 
sales about 80,000, 

□ MICRO-ACE (clone) 
£80; 2K RAM; ZX SO kit 
copy 
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□ ZX 81 

£70, $150; 8K ROM, IK 
RAM; floating-point 
maths; slow but continu- 
ous black-and-white dis- 
play. 500.000 sold in the 
first year 



1982 

□ TIMEX TMS-1000 

$100; licensed ZX-81 - a 
big hit for Timex in the 
USA 

□ ZX SPECTRUM 

£125 (16K), £175 (48K); 
16KKOM, 16X/4BX RAM; 
colour graphics and 
much-improved display 
circuitry. 60,000 issue 1 
Spectrums sold; grey 
keys, add-on 32K, 1 dead 
cockroach' bodge, 

□ ZX-81 price cut to £50 

□ TM5- 1000 price cut to S4G 

□ 600.000 issue 2 Spec- 
trums sold; blue keys, 
48K RAM onboard ; bodge 
transistor soldered over 
ULA 



1983 

i l JUPITER ACE 

£S0; spin-off; 8K ROM, 3K 
RAM; Forth Spectrum 
keys/tape/display 

□ 3,000,000 + Spectrum 
issue 3s sold: new low- 
power ULA, louder BEEP, 
runs cooler, no colour 
tweaks, key port incom- 
patibility. Prices cut to 
£l00/m0O6K/48K). 

□ TIMEX TME- 1500 

$80; 8K ROM, 16K RAM. 
ZX-81 with better 
keyboard - a flop 

□ TIMEX TMS-2068 

$150/200: 24KROM, 1610 
48K RAM; paged in BK 
lumps up to 256K. 
Improved BASIC, sound 



and much better display, 
but very in ompatible. UK 
PAL TV version never 
marketed, 



1984 

□ SPECTRUM + 

£180; issue 3 circuits 
f with minor revisions) 
arid extra RESET button, 
new box and keys 



1985 

I | Spectrum + price cut to 
£130, 16K and rubber-key 
versions discontinued 



□ SPECTRUM 128K 

£180; 32K ROM and 12BK 
RAM, in 1 6K pages ; RGB ; 
old box and chunky heat 
sink: no keywords; three- 
channel sound; clumsy 
screen editor; MIDI/ serial 
port ; funded by lnves- 
tronJca 



1966 

□ SPECTRUM +2 

£ 140 : the old 128 in a new 
box r with a better 
keyboard and cassette 
unit 'glued on'; 250,000 
sold in first year; the first 
Arnstrad Spectrum 



1987 

□ SPECTRUM +3 

£249" 3- inch disk. 
AMSDOS in 64K ROM; 
rust radical redesign 
since 1982 Earlier 1 29s 
were more compatible 
with existing hardware 
and software than the + 3 
— they had extra features 
just bolted on rather than 
built in. 

□ Spectrum +3 price cut to 
£199 - some stores dis- 
count further to £180 



1986 

□ SPECTRUM +3 (revised} 
64KROM, 128KRAM; 
outwardly as older + 2s 
but less compatible inside 

□ MGT SAM (not yet on 
sale; see page 58) 
£99.95; 32KROM.64K- 
256K RAM; 48K-Compati- 
ble but f aster and higher 
spec - eg 32/64/80-col- 
umn text 
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3 charm of magic buttons 



ONE of the most 
popular and 
versatile Spectrum 
add-ons Is the 
j^m^ 'magic button' 
interface, which lets you 
interrupt the operation of any 
program, run a routine, and 
return to the original program 
later. 

AH the devices reviewed here 
work much the same way. They 
turn off an area of fixed program 
in the Spectrum's memory — the 
ROM that recognises what you 
type when you turn the machine 
on - and replace it with memory 
into which you can load 
anything you like, Sometimes 
they also contain their own fixed 
program. 

Lots of firms have made this 
sort of device. Once -popular 
devices such as the 
Mirage Mlcrodrlver and 
Interface 3 are no longeron sale, 
and the remaining companies 
spend tote of time developing 
their products and adding extra 
bells and whistles 

Most magic-button interfaces 
provide several extra hardware 
tricks besides the basic 
interruption f acuity. Prices and 
options vary widely. This article 
reviews four major models: the 
Multiface and Multiprint, made 
by Romantic Robot; Datel's 
Snapshot 2; the Swift Disc, 
made by Six word, and the 
PlusD and Ditciple interfaces 
from Miles Gordon Technology 
(MGT - producer of the 
Spectrum super clone SAM, 
featured on page 58). (The 
Disciple is marketed by Rockfort 
Products.) 



There are three main uses for 
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magic button devices: program- 
copying, screen-printing and 
hacking, which is best defined 
as changing the operation of 
existing programs to make them 
more interesting" 

First and foremost, magic 
buttons make it easy to copy 
games to microdrive , cassette or 
disk. These devices can save the 
entire contents of memory - 
including register values — in a 
big file, like a photo or snapshot 
of the state of the machine 

As long as the device saves 
everything there's no way the 
program can tell it's been 
interrupted, and the snapshot 
copy will restart wherever it left 
off as soon as you reload it. 

This is good news if you want 
to speed up loading of a 
program, as it makes it easy to 
save the program on any device. 
Most commercial disk systems 
would be useless without such a 
facility, because programs are 
usually protected to make it 
difficult for people to read the 
tape and write out an identical 
copy. 

Software houses don't like 
disk systems, though arguably 
disks encourage people to play 
games - they see it as too easy 
for a gang of people to buy one 
tape and then use a snapshot 
device to take lots of copies of it. 
stripped of the antipirate 



protection Unfortunately tins 
attitude lumps honest users of 
disk systems in with the thieves . 

If you're playing games, or 
developing something on the 
screen - text or graphics - you 
can use the magic button to grab 
a screen, either saving it on disk 
or tape to be reloaded later or 
printing it out. 

With this useful facility you 
can keep print-outs of screens as 
progress reports, and they're a 
wonderful way to make a map of 
a multiscreen arcade game, a 
simulation or a text adventure. 

Black text on white paper is 
always the easiest and quickest 
type of print-out, but some 
routines can print graphics in 
shades of grey. (You have to 
have the right printer - see 
Choosing A Printer in this 
supplement.) 

The third - and to my mind 
most interesting - application of 
the magic button is hacking. You 
can load all sorts of programs 
into an interface and call them 
up any tune by pressing the 
button. 

SPECTRUM TASKING 

The CRASH Tech Tape contains 
a program that illustrates this 
idea very nicely. Three In One. 
by Khaiid Rafiq, is a short, fast- 
loading program that works 
with the Multiface One, 



Multiface 128 and Multiprint It 
lets you have three programs on 
the go on one computer at the 
same time I 

The only restriction is that the 
programs should fit into 16K of 
memory, so that there's room for 
three in 48K. This is a limitation, 
but not a serious problem - 
many good early Spectrum 
games and utilities were 
designed to run on 16K systems, 
because the original entry-level 
Spectrum had only 16K of 
memory. 

You can run any three 
programs, BASIC or machine- 
code, at once. Tve had no trouble 
running such classics as Don 
Priestley's 3D Tanx as well as 
Geld Mine and Mun crimen, two 
early 16K games written by 
people with the unlikely names 
of Simon N Goodwin and Derek 
Brewster. Good 16K games 
include Dcathchase and JeiPac, 

Three Xn One doesn't give true 
multitasking, as any one time 
only the program shown on the 
screen is running, but it's fun. 
Now you can play a game, 
switch to BASIC whenever you 
want to work something out, 
and then go back to the game 
instantly. 

The screen is always kept up 
to date, but the border colour 
can take a while to catch up with 
you. And it takes less than a 
second to swap programs, but 
it s important not to press the 
button again before the next 
program restarts, ot Three tn 
One may get knotted. 

The utility runs in 43K mode 
on a Spectrum 12BK, so it doesn't 
use the extra memory. It should 
be possible to adapt it to run 
more or larger programs in 128 
mode. 

POKE POWER 
Some magic-button devices 
contain simple editors with 
which you can change crucial 
instructions in the main program 
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CRASH 

REVIEWS 

Disciple Issue 38 

The Gamester Issue 41 

Genie Issue 36 

Multiface One Issue 26 

Multiface 3 Issues 45 & 46 

Multiprlnt Issue 43 

Plus D rw,. T ,„ rT . Issue 49 

Snapshot 2 Issue 36 

Swift Disc Issue 44 

Tech Niche regularly carries tips 
and new information on all Spec- 
trum add-ons 




- to give yourself extra turns in a 
game, or to change the score oi 
the playing conditions 

These changes, or POKEs. are 
discovered by keen 
programmers who analyse 
commercial software and work 
out interesting ways to alter 
them. The Playing Tips section 
of CRASH Is always full of 
Multiface POKEs which can be 
used with most magic-button 
devices. 

Some programs try to work 
out POKEs for you 
automatically. These don't 
always coma up with anything 
useful , and they can easily crash 
a program by adjusting 
something that should be left 
alone, but they're great fun to 
play with. 

The first such program was 
The Gamester, featured m 
CRASH Issue 41. This program 
runs on the Multiface One, 
Multiface 12B and Snapshot 2 
devices. It will search foi POKEs 



to give you infinite lives in 
games, and works quite well 
with some programs. It also lets 
you run most games at half or 
quarter speed, which may be 
useful if you want to cheat or 
take photographs- 



upgrade if they return their 
original tape. 

Romantic Robot has recently 
released its own version of this 
idea - the £7 Lifeguard program 
will work out POKEs for you 
automatically. 



The Gamester sells for €5. and 
is available direct from author 
D R Walton at 155 Wash La/iev 
South Yardjey, Birmingham B25 
8PX, When ordering it, be sure 
to say which interface you own, 
CRASH readers who bought the 
first version are allowed a free 



Both The Gamester and 
Lifeguard are rather 
unpredictable, because they 
both work by looking blindly 
through the contents of 
memory, adjusting parts of the 
program that appear to keep 
count of something, in the hope 



that the change will make the 
program easier to use. 

Lifeguard is a bit less hit-and- 
miss than The Gamester, but 
has much the same effects and 
Urn nations . It works With three 
of Romantic Robot's own 
interfaces the Multiface One, 
Multiface 129 and Multipoint. 



The POKEs in magazines are 
usually sent in by programmers 
who use a mixture of automatic 
and manual techniques to 
analyse a program before they 
start fiddling with it This is hard 
work but has great potential, as 
in theory a good hacker can 
make just about any change that 
the original programmer could 
have made. Quite significant 
changes to gameplay are 
possible . . 

The problem is that you have 
very little information when 
you're putting in POKEs 
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Everything in the program - 
cede, graphics, sounds, scores 
and so on — is muddled together 
in a stream of 49,152 numbers. 

But Romantic Robot sells a 
£9.95 package called Genie that 
lets you analyse the contents of 
memory in detail. 

Genie can search for text or 
other patterns in memory, has 
good facilities to edit a program, 
and can automatically translate 
numbers in memory Into 
assembly-language program 
instructions. 

This process, called 
disassembly, makes it easy to 
follow other people's programs, 
but you must be able to read 
assembly language or you won't 
be able to tell real programs from 
the misleading information that 
you get if you try to disassemble 
graphics or other dat a I Qeme 
works with the same gadgets as 
Lifeguard, but you can't use the 
two programs simultaneously 

Genie won t work with magic* 
button disk systems, but 
Stxword is working on its own 
monitor/disassembler package 
to run with the Swift Disc, 

The company has already 
produced a microdrive-ernutatoi 
package that makes its disk 
drive behave like up to four very 
fast microdrives, When the £12 
emulator Is loaded you can run 
spatial versions of serious 
programs that allow microdrive 
filing but wouldn't be able to 
handle the disk unless they 
were heavily changed. 

DISK MAGtC 

Normally the magic button on 
the Swift Disc calls up a new 
command level. The bottom two 
thirds of the screen are cleared 
temporarily, and you can type in 
a wide range of commands 
affecting the disk drive and the 
program in memory . 

You can enter POKEs, read the 
disk directory, save, load, erase 
and protect files. You can format 
new disks, load and save 
sections of memory including 
the screen, and copy programs 
from one drive to another. When 
you've finished housekeeping 
the old display reappears and 
everything continues as before. 

The magic button on the 
Disciple disk system and the 
Plus D, both from MOT. is moTe 
limited. They let you prim the 
screen display in black-and- 
white or shades of grey, as long 
as you've got a printer that 
works something like an Epson. 
Alternatively you can save the 
display on disk, or save the 
entire contents of memory as a 
48Kor 128Knle. 

disk systems page 56 

MULT (FACE MAGIC 
The Multifaces are add-ons, 
rather than controllers of disks 
and printers. The £34.95 
Muhiface One. designed to run 
on 4flK Spectrums, can save and 
load 4flK programs and screens 
on tape, microdrive. wafa drive 
and most disk systems. Files ere 
written in a compressed form, to 
save space and speed up 
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loading. 

It also lets you print the screen 
display if you've already got an 
appropriate printer wired up. 
You can enter POKEs, and load 
utilities like The Gamester. 
Lifeguard and Gem* into its BE 



RAM. It has one Kempston- 
standard joystick interface built 
in. 

The Mulufece 128 is simitar 
but can save 12BK programs as 
well as 48K ones; it costs an 
extra £B. Both Multifaces annoy 
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Take care choosing a printer 

There are two different sorts of Spectrum printer - 'dedicated ' ones 
specifically for the Spectrum, such as the ZX Printer and 
Aiphaevm 32, and standard ones, intended for any computer. The 
dedicated ones are cheap, but use narrow rolls of peculiar paper and 
only work with 48K BASIC. They plug directly into the back of a 
Spectrum. 

Standard printers cost more, and plug Into either a serial interlace 
or s parallel interlace. Standard printers are a better bet if you 'v& get 
a Spectrum l28K r as that has a serial interface built in. The +3 has 
both sorts of interface; the parallel one is usually easier to get work- 
ing. 

If you need a parallel interface on an earlier Spectrum you must 
buy it as an add-on. Consider products like ZXLprint, theMultiprint 
and the Disciple and Plus D interfaces. The cheapest and bulkiest 
option is a Rotronica Waladrive - a slow and unpopular fast tape 
system with a printer interface built in. Beware: this device is not 
compatible with many programs, though it should work OK with 
ones you write yourself. 

Hardware and software support tor printers is centred on Epson 
printers, which have dominated the market for the last few years. 
The genuine Epson printers are made by Seiko, but several other 
firms make copies or equivalents that claim to be compatible 

These claims are not always true; the degree of compatibility 
varies between models and even between different runs, so in prac- 
tice 'compatibility' depends upon exactly what you want to do. It 
can take a lot of technical knowledge to work out whether or not a 
printer is compatible. 

Generally speaking, cheap printers are not Epson-compatible and 
good ones are. If in doubt, try before you buy. It's impossible to 
advise people on what printer is best to buy - if depends entirely on 
what you intend to do, what programs you vegot and what you may 
do in future. 

There are millions of permutations and there's no magic formula 
you can follow when buying a printer. 

You must think carefully, and ask questions. If you can't do that, 
the safest bet for Spectrum -users at the moment is probably a 
genuine Epson LX-800 - but that will set you back a couple of 
hundred pounds. 

Whatever printer you choose, make sure it has the appropriate 
interface - either serial or parallel, depending on your computer and 
add-ons - and try it before you pay. or get a guarantee that you can 
return it if it doesn't work. It's best to avoid chain stores; buy from 
spedahst dealers who can help you if you get stuck. 

Beware! Many printer dealers are fly-by-night cut-price box-shif- 
ters, with an Ansafone and a front room tilled with unwanted pro- 
duction from some far-away assembly line. Get every guarantee you 
can think of. 

Check that the printer will work with cheap standard paper and 
printing ribbons, Some printers need expansive paper or nonstan- 
dard sizes, some use expensive ribbons only available from a few 
supphers. 

Many printers are sold like Polaroid cameras — the machine is 
cheap but the supphes are rare or expensive. 

NEVER EVER buy a second-hand printer without a manual* You d 
be amazed how many letters CRASH gets from people who've 
bought obsolete or incompatible printers and inevitably can't get 
them to work with their Spectrums. If you do have problems, contact 
the people who produced the software, the printer, and the interface 
(if any}, but don't expect help other than a yes/no indication of 
whether it win work, and don't buy from anyone who isn't sure. 
Check before you buy, not later. 

We get so many letters inquiring about cheap Brother printers 
that I'll pass the buck and give the phone number of that firm s 
little-advertised but helpful support service. For information on 
Brother printers call (061) 330-6531 ; ask for extension 303 if you need 
spares, or extension 315 for technical advice. 

Please don 't write to CRASH asking why you bought the wrong 
printer, or what you should do about it - just take care with the 
complicated choice, because mistakes can be costly 




software houses by allowing 
you to reload files you saved 
even if the Multiface is not 
present - in other words, they 
produce Ales that can be freely 
copied. 

By far the cheapest snapshot 
device is the eponymous 
(LMLWD) Snapshot 2 from 
Date], which costs just £26, But 
this is less of a bargain than it 
seems - the one CRASH tested 
last year was hard to use and 
unreliable. 

Unlike the Multifaces, the 
Snapshot 2 does not contain t 
built-in program, so you must 
Load a file from tape or disk 
before starting to use it. It is 
meant to transfer compressed 
files to cassette riles or 
microdrive. 

Readers' impressions have 
been mixed - some people find it 
works OK, but others have had 
to return it as unusable. The 
software I received had bugs, 
the built-in joystick interface 
wouldn't work with all sticks, 
and despite hours of trying I was 
only able to persuade the 
Snapshot 2 to transfer one old 
program to microdrive. 

1 suspect that there is 
something wrong with the 
design that stops it working on 
all Spectrums; sloppy design 
and assembly do not encourage 
me to recommend the 
Snapshot 2. 
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+3 PLUS 

When Amstrad launched the +3 
last year it changed the 
Spectrum design so that none of 
the existing magic- button 
devices would work. And the 
new design made it almost 
impossible to transfer programs 
to the disk drive built into the 
computer; since very few 
programs are available on disk, 
that left a lot of frustra ted users. 

Romantic Robot haa resolved 
this frustration, at a price, by 
launching the Multif ace 3 a 
dow magicbutton device 
specifically for the +3. The new 
unit leta you save and load 
programs or screens, format 
disks and erase files, from 128K 
or 48K BASIC, You can also 
examine memory and enter 
POKEs 

The Multiface 3 is quite 
different from its predecessors - 
there's no joystick socket, and 
no room to load current versions 
of Genie, The Gamester 
Lifeguard. In theory 



or 

+3 



ii 



programs can be written in such 
a way that the Multiface can't 
copy them, but in practice it 
seems to be able to cope with 
]ust about everything on the 
market at the moment. 

The Multiface 3 costs £39.95, 
or £44.95 with a through port! 
It s so useful to the +3-owner 
that it's almost an essential 
purchase, but it's important to 
bear that extra £44,95 in mind if 
you're considering buying a +3. 
You may be better off with an 
older, more compatible 
Spectrum and a superior disk 
system from MGT, Rockfort or 
Surword. 

MA G/C PR/N TING 
Romantic Robot's Muki print 
combines the magic button with 
a parallel printer interface You 
can print out screens or send 
controls codes to the printer at 
any time, but it won't save soft- 
ware for you. The print -out 
routines assume you have an 
Epson-compatible printer, 
though the Multiprint will work 



ff 



with most other parallel printers 
except for printing graphics. 
And it works with any Spectrum 
except the + 3. 

The Multiprint has 8K of RAM 
and 8K of ROM. like other Mul- 
tif aces, so you can use it to run 
Genie. Three In One and 
lifeguard It also includes the 
Multiface Toolkit, which lets you 
examine memory and enter 
POKEs. 

The Multiprint cost £39.95 
when it was reviewed last year 



in CRASH Issue 40. but Roman- 
tic Robot couldn't justify that 
price after MGT's Plus D 
appeared, so it's now £29 95 
That's good value if you need a 
printer interface and you're sure 
you won't want a disk drive for 
your Spectrum. The pnce goes 
up by £5 if you need a through 
port to plug other peripherals, 
such as joystick interfaces, into 
the back of the Multiprint and 
use them at the same 
time as your printer LcsrsaJ 



THE GUIDE TO 
ADD-ON PORTS 

Handy addresses for hackers 

These tables show the port numbers, or hardware addresses vou 
can use to control common interfaces It's helpful if you write 
programs m such a way that these numbers can be changed easily 
- so using these tables smart hackers can write adaptable programs 
that will work on any magic-button device without con version work. 

SNAPSHOT DEVICES 



device 

Snapshot Z 
Multiface One 
Multiface 129 
Disciple M/F 128 
Multiprint 
Multiface 3 
Disciple dish 
Plus D disk 
Swift Disc 



page IN 


page OUT ROM 


OUT1Z7.67 


OUT 127,66 


none 


IN 159 


IN 31 


0-BK 


IN 159 


IN 31 


0-8K 


IN191 


IN S3 


0-8K 


IN 187 


IN 191 


0-9K 


IN 63 


IN191 


0-&K 


JN1B7 


OUT 187 


8-16K 


HST8DB71 


OUT 231 


0-8K 


RST8DE? 


R5T8DB? 


0-4K 



0-BK 

B-16K 

B-16K 

8-16K 

8-16K 

&-16K 

D-BK 

8-16K 

4-12K 



bS th \ page W instruction shown to move the add-on ROM and 
RAM into memory addresses 0 1 6393 (typically). Use the pace OUT 
instruction shown to restore the Spectrum ROM 

J£L2£S*a%£ CraaJ * unl8sa the s f««rum ROM is in place 
wnenever bas>1C commands are being executed The IN and OUT 

W 5^225! W ° n t W ? S fr ° m . B : ?™ use machine code 

A spec^i version of the Multiface 128 is available to work with the 
Disciple disk The Multiface ports are different in this casa™ ha?s 
to avoid dashes with the Disciple hardware, which has another 
more limited magic button of its own ' 
The Plua D is unusual in that you call up its RAM and ROM by 
executing a RST 8 instruction folkwed by a byte value 71 rather 
thanhy reading or writing to a port The Swift Disc works similarly 



SOUND DEVICES 



OUT port IN port strobe port 

OUTl27 r X IN 137 1K1B1 

OUT 3 1, X none none 

OUT 191.X IN 191 IN 127 

OUT 159, X IN 191 IN 223 



device 

Date] Sampler 
SpecDrum 
Cheetah Sampler 
Music Machine 

2SrSl5S32Si!*! SffiSSS? to be tra ™**d ft **** 

it. just OUT it to the port number shown in the table. 

INPUT First access the strobe port to tell the computer to start 
measuring the mput level. Wait for 1 D to 20 microseconds, then rsad 
the sample level at the IN port fl 

Cheetah's SpecDrum uses a partially decoded port number so it wilt 

S&JESSSl £ V< ?, UeB Sent to P«tl59 ( as used by the 
RAM Music Machine. Music Machine software will work -for output 
only - with SpecDrum hardware, but the sound quality isn't as qiod 
as when you use Cheetah's software y 9 — 
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Meyond the Spectrum *pgi 
superdone tkkes shape 



HERE'S a new. very fast, low-cost com- 
^^^^^ puter under development - a computer 
which will run Spectrum software. It's 
the Spectrum 1 super clone 1 introduced in 
the CRASH Christmas Special, I've now 
seen the prototype in action and tested it — and it 
works! 

The code name of the new machine, which will 
cost £99.96. is SAM. It runs at almost twice the 
speed of a normal Spectrum, and can work with 
64K to 256K of memory. 

SAW will run almost all existing 4BK Spectrum 
software, and should eventually be able to run true 
128 software as well, hut it s not just a 'Spectrum 
clone 1 -despite a proposed price under £100, SAM 
is a much better computer than an Amstrad Spec- 
trum, and has lots of unique extra features. 

Cambridge- based Mites Gordon Technology 
{MGT), which developed SAM, plans to give the 
ZX market the biggest boost it's had since the 
Spectrum launch she years ago. 



me PROTOTYPE 

The latest SAM prototype is hand-built on two cir- 
cuit boards, with a plug-in kit keyboard. When 
launched it will be a small computer console with 
48 keys and a magic button on the top. 

All the components on the second circuit board 
will be squashed into one l.OOO-gate logic array. 
At the moment the circuit is made up from 75 com- 
plicated building block chips, put together to 
prove that the design works - which it certainly 
does I 

SAM improves on the Spectrum display in several 
respects. For instance, you can display 85 columns 
of text on a monitor, or a clear 64 columns on most 
TVs. The display uses a new mode that gives 512 
dots across the screen, and the normal 192 lines; 
unfortunately it's not the best mode lor games, 
because you are restricted to just two colours over 
the whole screen, 

Bui you can get much-improved 16-coiour 
graphics by using another new mode. The display 
uses the usual 256 points and 1 92 lines, but the 
normal Spectrum attribute restriction is relaxed, 
so you can have any two colours in any row of eight 
points. 

Sinclair and Amstrad Spectrums only allow two 
colours in any character square (block of 64 paints) 
The new SAM mode means that graphics can use 
eight times the normal colour resolution, avoiding 
many attribute problems and allowing prettier dis- 
plays. 

MEMORY MANAGmZteT 
The display can be read from any of the 16 16K 
pages of memory. This makes SAM much more 
flexible than the Spectrum 128K. which only lets 
you put the display in two of its eight pages. 

Normally the display dots are read from a 6K 
area at the start of a page, and the colour informa- 
tion comes from 768 attribute bytes thereafter But 
in the new modes SAM has a whole extra 6K of 
video information, read in parallel with the original 
6K but held halfway through the same 1 6K page. 

In colour mode the extra information sets the 
colours for the corresponding line of eight pixels. 
In B5-coIumn mode it provides eight two-colour 
pixels to appear after the eight that have just been 
read from the normal video area. In other words, 
groups of eight pixels are read alternately from 
two display areas r 8K apart. 

This sounds hairy for programmers, but in fact 
it's not too bad - just add BK to move from point 
Information to colour information, or toggle bit 13 
of the address when moving from one group of 
eight pixels to the next in 512-pixel mode. 



SPSSD 

SAM uses a souped-up version of the Spectrum's 
Z80A processor. The Z8GB in the SAM prototype 
runs at 6MHz - getting on for twice the speed of a 
normal Spectrum — and can handle 64-256K of 
internal RAM. 

The first 64K is arranged continuously from the 
bottom to the top of the Spectrum's memory map 
Two 16K ROMs can be enabled independently at 
the top and bottom of the map. 

All 16 RAM pages - including the other 12 in a 
256K system - can be freely switched into either of 
the 16K slots m the top half of the memory map. 

You do that by writing two page numbers, each 
between 0 and 15, to port 229. One says which 
page you want in the top 16K, and the other selects 
the page for addresses 32768-49161. You can read 
the values in these ports whenever you want to 
know how the memory is mapped out. 

Arcade games usually keep a constant speed, 
regardless of how much is happening on the 
screen, by synchronising themselves to the steady 
output of 'frames' of display information. SAM 
could run much more complicated games than a 
Spectrum, because of its increased processing 
power, but most current titles will run on it at their 
normal speed, perhaps with slightly less graphic 
flicker. 

A complete display frame is sent to the TV or 
monitor 50 times a second. An interrupt signal tells 
the program when the next frame starts. Good 
games may redraw the screen every one, two or 
three interrupts; the more work to be done, the 
slower the redrawing, 

SAM works faster than a Spectrum, but the extra 
time saved is usually spent waiting for the next 
frame, so games don't necessarily run faster. (Of 
course, this means they're still playable.) 

Processor- intensive things like utilities and lan- 
guages run 60-100% faster on SAM than on the 
Spectrum, depending on the areas of memory 
used. All SAM memory runs at the same high 
speed, but some Spectrum RAM areas are slower 
than others. 

COMPATIBILITY 

I took Hewson's Undium down to Miles Gordon 
Technology's lab and loaded it into SAM Ths com- 
mercial cassette uses a high-speed loader, but that 
worked fine e ven though its code ran more quickly 
than normal in SAM's memory. Presumably the 
loader, like most modem tape routines, automati- 
cally works out the ratio of the tape and memory 
speeds by analysing the leader tone 

SAM is designed to load tapes in the Spectrum 
format at normal or high speed. Tape files are usu- 
ally written out at 2250 baud - 50% faster than a 
Spectrum — but you can load normal commercial 
1500-baud tapes too. SAM will sense the speed 
automatically. 

CINEMASCOPE ON lAMf 

Once loaded Undium ran at the usual speed, with 
a slightly wider screen than usual. (The differ- 
ences inside SAM make the vertical borders nar- 
rower than on a Spectrum, though the display still 
fits comfortably on a TV. ) 

Undium redraws everything after each three 
frames, or 17 times a second. That's about the 
slowest rate that will fool the brain into thinking it 
sees smooth movement. 

The SAM display was flicker-free, and colours 
were solid and unwavering on both the TV and 
monitor screen, with no sign of the colour fringes 
that sometimes appear at the edge of Spectrum 
graphics. (These fringes are caused by timing rnis- 
takes in the Spectrum ULA, particularly on early 
machines, SAM has no such trouble because it 
does not contain any Smclair parts. To be fair to the 
Spectrum's original designers, though, MGT has 
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much more powerful chips to play with.) 

Compatibility was not quite perfect - the 48K 
version of Elite loaded, but crashed alter the 
Lonsiok test, (This may he a particularly fussy pro- 
gram, as it does the came in 48K mode on a 12B.) 
SAM seemed to cope fine with other 4 BK Spectrum 
games, such as JetPac and GaunrJet, and is 
definitely mora often compatible with them than is 
Amstrad s +3. 

SAM can handle up to 2G6K of interna] memory, 
and in theory has facilities to use another 512-K 
outside the computer. But the memory-manage- 
ment system is not the same as Sinclair's, so 
games specifically written for the 128 will require 
small but fiddly alterations 

It will be a while before SAM is compatible with 
128 games, but true 128X titles are still rare. Soft- 
ware houses already writing for the 129 should 
find it easy to make new programs compatible 

Eventually SAM should be able to run many of 
the half-finished programs that were developed 
for the Spectrum but never released because the 
Sinclair machine couldn't run them at a sensible 
speed. I'm sure a few software houses have such 
titles up their sleeves, just waiting for extra pro- 
cessor power f 

The SAM prototype doesn't have an edge connec- 
tor, so 1 wasn't able to test it by plugging in Spec- 
trum hardware add-ons. But the designer, Bruce 




Building Spectrum history: the SAM team. (Left to right: designer Bruce 
Gordon, marketing men Jess Sullivan and Alen Mile a 4 



The underside of the logic array; the prototype'* hundreds of 
wires will mil vanish into a custom chip in the finished SAM 



hand -soldered 




Gordon, has already designed add-ons such as the 
Plus D and Disciple disk systems, so he has a good 
idea of how the edge connector works, 

Gordon doesn't guarantee compatibility, but 
says that the same signals are available, with the 
exception of the + 12V and -SV supplies. SAM only 
uses port addresses reserved by Sinclair, so most 
third-party gadgets should work. (Tech Niche will 
report back on this aspect as soon as MGT has 
added an edge connector,) 

SAM has quite an array of built -in ports There 
are two network ports, as on the Disciple, which 
allow several computers to share a disk and print - 
er. But serial and parallel printer ports are extras - 
they're not built into SAM as they are into the +3, 

Unlike the 128's, SAM's MIDI port lets you read 
musical information as well as write it. It s also 
compatible with DADI, the new standard for 
Domestic Appliance Digital Interfaces - maybe 
you really will be able to control a power station 
with your micro soon I 

The cassette port uses a single socket for both 
input and output, but you can put two plugs on the 
tape-recorder end if you don't want to have to plug 
and unplug things as you load and save. This 
arrangement works with any tape recorder that 
suits the Spectrum - tape loading seemed reliable 



PLAY IT SOON, SAM 

SAM will not be on sale for months yet: its development is at about the point at which Sinclair started 
advertising products But Sinclair and Amstrad were never so open about the state of a machine's 
development. 

Now that the main design is complete there are three more hurdles to he jumped before the computer 
can go into production, Firstly* MGT must convert the prototype circuit into a logic array; this is already 
under way. 

Secondly, MGT m ust find a case for the machine - eith er a development of one of the add-on keyboards 
marketed before the Amstrad Spectrums arrived, or a totally new (and therefore relatively expensive) 

case. 

And MOT must complete a ROM, holding built-in programs, before SAM can run independently. 
Normal Spectrum BASIC programs will run already, using a copy of the Spectrum ROM loaded into HAM, 
but that may infringe copyright - so MQT won 't encourage it. 

Instead MOT is developing a new fast BASIC, in 32K of ROM. which can theoretically run programs 
up to 7E0K long! This part of the project is probably furthest from completion, and will take several 
months to sort out. BataBASIC author Andy Wright is helping MGT develop a new ZX-compatibte 
SuperBASIC. 

In theory, SAM could be sold very soon as an upgrade for the Spectrum + or 128K, taking over the 
keyboard and ROM but disabling the rest of the computer. This seems an inefficient option, but buying 
SAM to use like this will probably be the fastest way to get your hands on the new machine. 

Amstrad stays cool about the prospect of SAM: 'Commercially speaking, I don '£ think it would have 
any effect * on sales of the company's Spectrum range, says Amstrad marketing man Anthony Sethill. 

But SAM is just what the Spectrum needs. It will inject new enthusiasm into the market, software 
houses and even magazines.' The next few months will be crucial, and CRASH will keep you in touch 
with SAM 



SAM can display much more 
Intricate colour than a 
Spectrum: a loop PQKEIng 
random Colours Into the new 
machine's memory gave this ^ 
kaleidoscope affect W 
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whan I tried ft. even with turbo loaders. 

There are separate outputs for RGB 
monitors, video composite monitors, UHF TV 
and line-level sound. 

There's one 9-pin joystick port, simulating keys 
6-0, and the logic contains pulse counters so that 
the same port will work with a mouse, as on the 
Atari ST 

The last connector lets you plug in a light pen, 
Registers on the logic array tell you exactly where 
the TV display is being scanned at any instant; 
they freeze when the light pen detects the spot on 
the screen, so you can teU exactly where it was 
pointing. If you haven't got e light pen. or don't 
want cramp, you can use the registers to avoid 
graphics flicker. 



The sound chip in the SAM prototype is the same 
as in the 126, but it uses different port addresses, 
so it doesn't recognise three-part music in games 
designed to use the 128's AY-3-B912 chip. This 
could be fixed, but at the moment SAM'S designers 
would prefer to use a better chip. 



If 
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Their favourite is the Yamaha SAA1099, a stereo 
sound chip with an eight-octave range. It can play 
up to six notes and two 'noises' at once, through 
independent stereo channels. It outperforms the 
AY-3-B912, but still has a computer organ' sound 
I'd be more impressed if they'd put a simple 8-bit 
di0Ul-tc-analogue converter on the board, like 
the output stage of a SpecDrum or Sampler, as 
explained elsewhere in this Tech Niche special 

Whatever the sound chip, single- channel 48K 
sound effects will work on SAM just as normal. 
Sound is replayed through the TV speaker Like a 
128, SAM does not contain a loudspeaker - or even 
a quiet one I 



DISK OPTIONS 

The disk system for SAM is still under wiaps, 
though the interface is already designed into the 
logic array 

The system is based on MGT's Plus D, reviewed 
in last month's CRASH, but uses new quad- 
density 3.5-inch disk drives. These use normal 
disks but pack 1B60K into each one, reading and 
writing twice as fast as the Plus D and Swift Disc 
and about five times faster than Amstrad's -t-3. 
MOT intends to sell this drive as an optional add- 
on, at the same price as the computer ; £99,95 □ 



MGT— FROM 
SPECTRUM 

TO SAM 

Wh en Miles Gordon Technology was set up in J 986 
to build SAM, there were several groups designing 
Spectrum clones. At first MGT was just two people 
- Bruce Gordon, a Scots hardware-designer with 
more than 20 years' experience designing 
compu tors and in terfaces r and Alan Miles, a former 
teacher and manager. 

In the mid*70s Gordon ran his own firm making 
word processors. When micros arrived he 
switched to Spectrum developments, selling the 
Gordon Microframe — the first incarnation of the 
Disciple interface. 

Alan Miles spend the 70s in teaching and 
publishing. He joined the micro industry in 1983, 
selling thousands of computers into the Middle 
East. 

MG T was born after the shake-ou t in 1 986 when 
Sinclair Research sold out to Amstrad, giving 
Amstrad rights to manufacture the Spectrum. 
MGT started work on SAM very quickly, but early 
efforts were concentrated on the Disciple, a 
multipurpose Spectrum interface The Disciple is 
still on sale, and includes several features that are 
now part of SAM 

Late last year Bruce Gordon designed the Plus D, 
a £50 disk and printer interface which MGT sells 
directly (it was reviewed in last month s CRASH). 
Now the pro/3 ts from Plus D sales are financing the 
development of SAM 
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SAM 

SPECIFICATIONS 

Processor: Zileg ZB0B r ninning at 5MHz 

(uncontended) 
Keyboard: 48 keys, similar to Apricot in 

feel 

HASICrtJ.E: 32 K ROM 

RAM: Bx 16 K pages, freely mappable 

Display: 2SG x 192 pixels mono, 32 x 24 

character squares. 16 colour 

attributes 

256x 192 mono, 32 x 19Z. 16 col- 
our attributes 

80 x 25 characters, two colours 
only 

Built-in porta: ftGB/SCART, composite 
video, PAL UHF TV, light pen, cas- 
sette, network, MIDI in/out. joys- 
tick/mouse, ROM/ Spectrum bus/ 
parallel port 



□ The prototype SAM is hand-built on two circuit board* 




MASSIVE 



IF you're frustrated by the limi- 
tations of Spectrum BASIC and 
you'd prefer a larger, more struc- 
tured set of commands, 
Betasoft's fietaBASIC is proba- 
bly the answer. It's a massive 
package, so this is just a brief 
summary. 

BetaBASIC is a £16 extension 
of ZX BASIC rather than a new 
interpreter. It adds more than 
100 new commands to Sinclair 
BASIC, and speeds up some of 
the old ones - such as GOTO, 
GOSUB and FOR loops, It runs 
on any Spectrum apart from the 
+3, though there should be a 
special version for that machine 
later this year. 

But BetaBASIC is BTGf It con- 
sists of 18K of code on a 48K 
Spectrum, leaving you with 
about 22K for your program, The 
extra commands for the Spec- 
trum 128K take up another 7K, 
leaving you only 15K, The com- 
pensation is that often one 
BetaBASIC command can do 
what would otherwise have 
taken dozens of tines. {You can 
also store up to 70K of array vari- 
ables and routines in the I2fi's 
instant-access RAM disk.) 



The BetaBASIC editor is a fast, 
improved version of the 48K 
Spectrum editor, rather than the 
slow, clumsy screen editor that 
normally runs in 128 BASIC. You 
can type commands in full use 
an extended version of Sinclair's 
keyword-entry scheme, or mix 
the two — entering the com- 
mands you can remember as 
single-keypress keywords, and 
typing the others in full. User- 
defined keys are also allowed. 

You can renumber, move, 
delete or copy any section of a 
program. There are search and 
replace facilities, and you can 
join and split lines easily 

Procedures and functions are 
allowed, with no restrictions on 
parameter-passing or local vari- 
ables other than available mem- 
ory Block IF THEN ELSE and DO 
LOOPs are allowed, but there's 
no SELECT or CASE statement 
other than the old -fashioned and 
error-prone ON GOTO and 
ON GOSUB. 

Array commands let you sort, 
search and shuffle entire arrays 
or slices very quickly. There are 
30 new functions to convert, 
combine and format numbers or 
strings. 
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CRASH 

REVIEWS 

BetaBASIC 3 Issue 25 

BetaBASIC 4 Issue 43 

HiSoft BASIC 1.0 Issue 37 





Power to the programmer from software tools 



BetaB ASIC's graphics com- 
mands ara faster and more flexi- 
ble than ZX BASIC'S, Besides 
using faster versions of the stan- 
dard commands you can define 
windows and FILL any shape; 
graphics operations are particu- 
larly fast m the 12BK program. 
Flexible scrolling and new 
character sizes are supported 

A souped- up BEEP command 
for 128-uaers lets you use the full 
potential of the AY-3-B912 
sound chip. Sounds are queued, 
so your program carries on run- 
ning while a tune or sequence of 
sound effects is played. This is a 
vast improvement on Sinclair's 
weedy PLAY command, though 
it s a bit harder to use. And 
PLAY, like all the other Sinclair 
commands, is still available if 
yau want it. 



Since Tech Niche last reported 
on BetaB ASIC, the software has 
been improved to trap errors 
generated by the Disciple and 
PlueD disk systems as well as 
BREAK and other standard 
reports. 

Software-designer Andy 
Wright says he's been encour- 
aged by "lots of post' about the 
+3, and. intends to get down to 
work on a new version soon. He 
plans to implement serial data 
files on the +3 disk, and ideally 
random-access files as well, but 
he can't think of much else that 
isn't already done by 
BetaB ASIC 4. 

Beta soft has moved: its new 
address is 24 Wyche Avenue, 
King's Heath, Birmingham 314 
6LQ Q 



HISOFT'S HIGH- 
SPEED COMPILER 



CP/M & BASIC 
A +3 PACK 



+3-OWNERS can soup up with 
Spectrum CP/M and 
Mallard BASIC, steaming in 
soon from Locomotive 
Software If all goes well, 
there'll be a March launch for the 
£30 disk package including 
Spectrum CP/M - a version of 
the original micro operating 
system - and Mallard BASIC, 
the 'business BASIC supplied 
with Amstrad-designed 
computers. 

Mallard BASIC is more like 
Microsoft's MB ASIC than 
Sinclair BASIC - it's typically 
two or three times faster than 
ZX BASIC, with comprehensive 
disk-filing commands, error- 
trapping, and rare goodies like 
real-time event- handling. That 
means you can tell the computer 
to call a specific subroutine after 
a certain delay, or every so often. 



while running another 
program. 

Mallard BASIC leaves around 
30K of memory for programs and 
data. The interpreter and CP/M 
system fill the rest of the +3's 
12BK 

BetaBASlC still has the edge 
in terms of structured 
programming and editing 
commands, though it will be 
much easier to convert 
Mallard BASIC programs to run 
Cn other computers, 

Once CP/M runs on the 
Spectrum literally hundreds of 
new languages will be available. 
Mallard BASIC will still he 
important, because it's a good 
language supplied with every 
copy of CP/M; I hope to have 
tested the whole new system in 
time for next month's Tech 
Niche □ 



AT E29 HiSoft BASIC 1.2 is 
slightly more expensive than 
version 1.0. but it boasts disk 
commands and other 
improvements. The generated 
code is no faster, but that's no 
surprise - it's still the fastest 
mteger BASIC compiler on the 
Spectrum, with ZIP second, And 
HiSoft BASIC ts second only to 
MCODER 3. a much simpler 
product, when it comes to 
floating-point maths. 

Both the minor bugs in 
version 1.0 have been fixed in 
the new version - 

ADDED VAL-UE 
The first enhancement of 
version 1 .2 is an improved VAL 
function, similar to that of 
HiSoft s other compiler, The 
Colt. Version 1.0, like most 
Spectrum compilers, only 
allowed you to take the VAL of a 
string of digits, whereas the 
interpreter can work out the 
value of any expression -even if 
you include function calls and 
references to variables in the 
string. 

If a compiled program handled 
VAL like the interpreter it would 
need to compile the expression 
every time VAL was called. This 
would be horribly slow and 
clumsy - you'd need the entire 
compiler loaded, along with the 
temporary data it generates 
when allocating space for 
variables, whenever VAL was 
going to be used, And as soon as 
you'd generated the code for 
each call you'd have to execute 
it and then throw it away ! 

HiSoft doesn't go to that 
extreme - this compiler calls the 
Sinclair BASIC interpreter's VAL 
routine from compiled 
programs. VAL is as slow as ever 
after compilation, but no extra 
code is needed to work out the 
value of functions, calculations 
and variables. 

The snag is that variable and 
usei-dtjfiiied-function 



used in VAL refer to the current 
ZX BASIC program variables - 
not to variables in the compiled 
program. The new VAL is an 
improvement over version 1.0, 
but still a compromise of speed, 
conciseness and compatibility. 

FILES 

For some reason Amstrad didn't 
put any facilities to handle text 
flies in +3 BASIC. You can SAVE 
and LOAD individual arrays, but 
you can't handle flies that won't 
fit in memory (there's no such 
restriction if you're using 
mictodrives or third-party disk 
systems such as the Disciple, 
Discovery. PlusD and Swift 
Disc). 

But HiSoft has fixed this +3 
limitation in its BASIC compiler. 
You can OPEN and CLOSE text 
files, and then read and write 
them with INPUT. INKEY$ and 
PRINT. The syntax is simple and 
Standard 

There are limitations - you 
can't wind back and forth in a 
file, though +3 DOS 
theoretically allows random 
access, and you can't detect the 
end of a file unless you read the 
data one character at a time with 
the slow INKEYS function. 
IN KEYS returns an empty string 
when the end of a file is reached. 

File-handling only works If 
you run the compiled program 
on a +3 and load the few 
hundred extra bytes of code 
supplied in a file called 
RUNTIME. Programs that don't 
use files wfll run independently 
on any version of the Spectrum. 

EASY TO USE 
+ 3 HiSoft BASIC is very easy to 
use, with a menu of single-key 
compilation options 

The compiler and menu fit into 
the parts of the 128K memory 
which are not normally available 
to BASIC, leaving 42K of space 
on drive M and about 40K for 
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your original BASTC and the 
compiled code. If you're really 
pushed for space you can 
compile the code and DATA 
separately; this is a fairly 
painless process on & disk 
system. 

Version 1.2 comes with the 
same demonstration programs 
as t.O, plus two simple but neat 
BASIC arcade games. The 
games are limited graphically, 
as they rely on redefined 
character graphics, but they're 
a good starting point for learning 



how to write games. 

The first game, a Pa era an 
clone, starts life as 6K of slow 
BASIC and compiles into 9.SK of 
machine code in 9 seconds. The 
compiled code draws the maze 
eight times faster than the 
ordinary BASIC game, and 
moves the man and the monster 
about 6 5 times faster. 

The second example, a 7 .5K 
BASIC Froggftr game, compiles 



1 



HISOFT'S DevPac is a golden 
oldie. It was arguably the first 
'serious' machine-code 
sembler for the Spectrum 
.-hen first released in 1982; 
since then it has been revised 
several times, and has outlasted 
all competitors. And as far as 1 
know it's the only Spectrum 
assembler still being marketed 
and developed, 

It may be that most assembler 
programmers have graduated to 
other machines Spectrum ZJ30 
machine code is tricky stuff, 
with lots of restrictions and 
inconsistencies, especially 
when you compare it with the 
machine coda of the 68000 
processors in more recent 
machines 

But Spectrum programmers 
who want speed must still write 
in Z80 code, and they should 
have quality utilities. 

DevPac is a pair of programs: 
GENS and MONS 

GENS is an editor ^assembler 
- it lets you type in machine- 
code programs in mnemonic 
(shorthand English) form, and 
then converts the text into 
binary code that the processor 
can understand, 
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into 10K of code in just 8 
seconds. The speed-up is 
smaller, as Frogger reprints 
most of the screen regularly, but 
it still makes the difference 
between a slothful game and a 
playable gams. 

These results are quite 
impressive, though you 
shouldn't read too much into 
ratios for a couple of programs 
Code that relies on integer 
arithmetic, rather than relatively 
slow graphics, can go hundreds 
of times faster after compilation 



But at the opposite extreme, 
trigonometrical calculations axe 
hardly accelerated, 

HiSoft BASIC was highly 
recommended for the old 
Spectrum. On the +3 it s even 
better - if you program the new 
Amstrad Spectrum in BASIC, get 
version 1.2 for faster programs. 
For HiSoft' s address, see the 
DevPac article in this section Q 
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MONS, the monitor/ 
debugger, lets you test machine 
code interactively. 

DevPac 5.1 is supplied on one 
3-inch disk, like HiSoft BASIC. 
it r s easy to make a backup copy 
on another disk, as all the files 
will fit on the RAM disk. 

Version 4.1, for earlier 
Spectrums, is much the same as 
S.I but works with rnicrodrive or 
cassette rather than disk, and 
ignores the extra RAM of a 
Spectrum 12BK 

D&vPac does not come with 
any example files; the manual 
includes a worked example 
illustrating the use of GENS, but 
no example explaining MONS 

PAINLESS EDITOR 
GENS, the program -generator, 
lets you type in up to 30K of 
program text in one lump on any 
Spectrum This is enough for 
between 2K and 5K of machine 
code, though you can compile 
larger programs from disk, as 
explained later. 

There's no fixed relationship 
between the size of an 
assembler program in teirt form 
and the corresponding machine 
code, The ratio depends on your 



programming style, and 
whether or not you include 
comments so you can 
understand what you've written 
when you come back to it after a 
few months. 

Editing is fairly painless if 
you're used to line editors in the 
style of CP/Ms EB ox 
Microsoft BASIC'S EDIT. Lines 
are stored in numeric order, and 
can be edited individually by 
moving a cursor back and forth 
along the line in a variety of 
modes. This is no substitute for 
a screen editor, but it's not too 
hard to get used to and doesn't 
need much code, leaving extra 
space for text. 

The display can use standard 
32-cotumn text or a compact but 
readable 51 characters per line. 
Assembler programs are written 
in five columns - line number, 
label, instruction, operand and 
comment - so I prefer the 51- 
column display even though it's 
a bit slow, taking about four 
seconds to redraw the whole 
screen. Groups of spaces are 
compressed into a single byte 
when a line is stored, saving 
memory. 

The cursor keys have rather 
arbitrary effects - the right 
arrow is a tab key to skip 
between columns, but the ]eft 
arrow throws away the entire 
line. The up and down arrows 
don't appear to have any effect 
stall! 

The editor includes a full set of 
multiline commands, including 
automatic line-number 
generation, renumbering, 
searching for text - you can 
replace it with something else - 
block printing, deleting, saving 
and loading. Files can be stored 
and catalogued on disk, tape 
and RAM disk, 

SLOW ASSEMBLER? 

GENS can translate your 
completed program into code at 
about 50 lines a second, if the 
program text is already loaded 
That may seem rather slow, but 
it won t bother you if you only 
assemble a few hundred lines at 
a time. 

If you want to assemble a big 
program you must split the text 
into several files and tell GENS 
to read the text from disk rather 
than from RAM. This slows 
things down even more, 
especially as GENS has to read 
the entire text twice. Version E. 1 
assembles about 309 lines a 
second when reading text from 
RAM disk, and 20 lines a second 
from floppy 

If you 're r Gaily prolific you can 
spread a program over two 
drives and the RAM disk, so 
there's virtually no limit on the 
size of program you can 
assemble if you're willing to 
wait: a 16K program could take 
about 7 minutes 

The assembler has some 
professional facilities. You can 
use macros with parameters: in 
other words, you define new 
symbolic commands that stand 
for a group of instructions of your 
choice, saving typing and text 



space. Whenever you write a 
macro name GENS inserts the 
whole group of instructions, 
plugging parameters in as 
required. 

You can also imbed 
calculations and conditions in 
the code, so that a change at the 
start can turn any part of the 
code on or off, This feature, 
known as conditional 
assembly', is useful if you want 
to maintain one file of code for 
several slightly different 
systems or need to switch 
features on and off easily 
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Unfortunately, you can't refer to 
other macros inside macro 
definitions, or put conditions 
within conditions. These are 
serious limitations, because 
they make it hard to take a 
consistent, structured approach 
to your work. 

It's also very frustrating that 
GENS ignores characters after 
the first six when comparing 
names in your program, and 
insists that you TYPE INSTRU IN 
CAPITA LETTER (type 
instructions in capital letters). 
Ugh I 

GENS produces a detailed 
fisting when assembling, with 
page headings and code values. 
The actual code can be stored in 
RAM or a file. GENS may issue 
error messages during each of 
two passes from the beginning 
to the end of your program; but 
I d prefer to have all the reports 
at one time, in order 

Errors are reported by 
number, rather than explained 
in English This is frustrating at 
first, but at least it leaves extra 
space for your program. 



PROGRAMS 



You use MONS when you vo 
written your program and want 
to test it Assembly language 
gives you a great deal of freedom 
of expression, so it's easy to end 
up with a program that 
assembles perfectly but won't 
work as expected. 

The Spectrum can execute 
almost a million machine-code 
instructions in a second. 
Inappropriate instructions 
usually crash the machine, and 
you must then reset and reload 
all the memory before trying 
again It can be very hard to 
track down the errors in 
machine code, and that's where 
MONS comes in useful. 

MONS stands for ' monitor' - it 
lets you analyse machine code 
and step through it at your own 
pace, checking the affect of each 
instruction. MONS shows you 
the contents of memory and 
registers (stores inside the 
processor) so you can tell exactly 
what's going on at any time. 

The program lets you search, 
move and edit memory, in the 
form of text or numbers. 
Numeric RAM contents are 
always shown in base 16, 
known as hexadecimal' or 



« 



HEDTEC HUN ICHEDTE CHUN 



ION I 



4 hex\ This means numbers 
appear as a mixture of digits and 
letters A to Fl You can enter 
values in decimal as hex. 

HiSofts Andy Penned defends 
the fixed hex output, Baying 'It's 
a cointiKi.n bug kn bunukof, nut 
having the right number of 
fingers , * » \ 

The -1-3 can handle two 
screens' internally, and MONS 
switches between thain so that 
the monitor doesn't mess up 
your program display. This 
works well, though it would be 
nice to be able to turn the 
switching off - it sometimes 
causes a lot of flicker 

MONS will disassemble code 
property, translating the code 
into a program text file that you 
can reload into GENS (the file 
will have labels but no 
comments). This is useful if you 
want to edit someone else's 
routines. 

MONS always uses a standard 
3 2 -column screen. Other 
Spectrum packages have 
managed to work with more 
columns, and some users are 
accustomed to more information 
when debugging a Spectrum 
program. The MONS front panel 
looks cramped, but It works 

The monitor Jets you step 
through programs line by line, or 
skip routines, or run quickly up 
to a certain 'breakpoint' when 
the monitor screen reappears. 

Version 5,1 of MOWS fits in the 
f3-4 extra RAM, using only 160 
bytes in the normal 48K program 
area. It lets you switch through 
all the Plus Two memory 
configurations, so you can 
examine all the memory of ibe 
system, but you can t select 
64KRAM modes - because 
MONS uses routines in the 
Spectrum ROM, 

HiSoft says that people who 
want to use the 64 K modes, 
designed for the CP/M operating 
system, will have to wait till 
Locomotive Software puts CPfM 
on the + 3 (see CP/M & BASIC In 
A + 3 Pack in this section) - then 
you'll be able to run the 64K CP/ 
M version of DevPac You'd do 
well to look at other CP/M 
aHsomblers at the same time, 

DevPac is a well-thought-out 
package, but it's showing its 

age. 

To be fair, the only Spectrum 
package I've seen that is clearly 
more powerful Is the 128K 
version of Laser Genius, 
originally from Oasts but now 
unobtainable. 

Even so. there's room for a 
Spectrum assembler that's 
simpler and more friendly than 
either. 

But DevPac seems to have the 
market to itself at the moment. 
And OevPac S.I has all the 
features you need to develop 
large machine-code programs, 
though assembly can be rather 
slow and structured 
programming is not encouraged. 

KiSoft s address is The Old 
School Greenfield, Bedford 
MK45 5DE □ 



AFTER five yaars of 
joystick-bashing, the 
micro industry is 
breeding a new 
hobby Cheap 
interfaces can now convert the 
Spectrum and other home 
computers into digital sound 
recorders - synthesizers that 
can convincingly mimic real 
sounds. 

Once a sound has been read 
into a computer you can 
manipulate it with software in a 
virtually infinite number of 
ways The results are immediate 
and repeatable You don't have 
to scrape strings, spit in tubes, 
or bash more than one key at a 
time. 

Anyone who can hum or tap a 
pencil can make micro music, 
step by step. The only 
requirement is perseverance - 
you just keep fiddling till you get 
something you like. 

Incidentally, we're talking 
about precise digital recording 
here - not the buzz and beep of 
primitive organ chips like the 
AY- 89 12 m a Spectrum 128K< but 
controlled replay of almost any 
sound you can And in the real 
world. 

A decade ago this was 
virtually impossible When the 
Spectrum was launched the 
musical equipment which today 
is common at £2 5 £ 50 cost tens 
of thousands. 



Music has (dare I say it?) more 
general appeal and more 
creative potential than arcade 
reaction games or the 
interactive fiction of computer 
adventures 

But the vast majority of the 
millions of people interested in 
music take a passive role. They 
have creative ideas, but most 
can't express them because 
they lack the physical 
technique 

They're drumming on their 
steering wheels or tapping their 
desk with a biro, because they 
can't work the complicated, 
unergonomic unforgiving old 
technology of mustc - the piano 
keyboard, instrument valves, 
mouthpieces* pedals and so on- 
er they can't work them quickly 
and accurately enough to get 
the result they want 
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New machines such as sound 
samplers are solving that 
problem. In principle these 
gadgets are cheaper and more 
flexible than conventional 
musical machinery, and anyone 
with ideas can express them 
after a process of successive 
approximations 

Some knowledge of music is 
useful, but it just takes a little 
playing around to pick up 
enough to be satisfied by what 
you're doing. All that's needed 
is time, a tape recorder and a 
Spectrum with a cheap 
interface 

A sound sampler is unlikely to 
turn you into a pop star, but it's 
a brilliant open-ended toy. 



Two principles are at the core of 
this revolution: the first is digital 
recording, or sound sampling. 
(The other is step-time - 
discussed later.) 

Any sound can be represented 
as a wave - a fluctuation of air 
pressure Microphones detect 
these waves, and convert them 
into changing currents. 
Loudspeakers convert currents 
back into waves. 

A digital recorder consists of a 
conventional computer, with a 
processor and memory, plus two 
extra parts 

An analogue- to-digital 

converter measures the 
intensity of a fluctuating 
current, many times a second, 
under program control. The 
resultant stream of numbers is 
stored in computer memory. 

A digital-to-analogue 



converter changes numbers 
back into current, which can be 
amplified and played through a 
loudspeaker - reproducing the 
original sound. 

The quality of this process 
depends upon two things - the 
rate at which you test and store 
the input and the accuracy with 
which you measure it. 

A compact-disc (CD) player 
uses 44.100 measurements 
every second, fitting each 
sample' on a linear scale of 
65,536 possible volumes. 

Spectrum samplers use a 
similar sampling rate to CD. but 
are less precise. Exact speeds 
vary, but all the units reviewed 
in this article are B-bit ones that 
recognise a range of 256 
possible volumes. 

The restricted range saves 
memory and makes hardware 
and software much simpler. As 
long as you adjust the recording 
level to make sure that the input 
signal uses most of the available 
range, the quality is quite good - 
comparable with a portable 
cassette or AM radio Indeed, 8- 
bit devices are still sometimes 
used in recording studios. 

If a signal attempts to go 
outside the allowed range the 
limits of the wave ate cut off, 
using clipping - the sort of 
distortion you hear when you 
overdrive an amplifier 

If the signal is too weak you 
will hear quantisation noise - a 
crackling sound during quiet 
passages, caused by inaccurate 
conversion of the original signal. 
The diagrams illustrate each 
effect. 



DATEL'S FATAL 
AMBITION 

Th 9 first Spectrum sampler was Da tel Electronics s Digital Sound. It 
was a noble effort, but much too ambitious -it came with programs 
to record samples individually and in groups, to play samples in real 
time, and to sequence them. Unfortunately the programmer fall out 
with Datel during the development and the software turned out only 
half-baked, or rather inadequate ' as Jon Bates put it m CRASH! 

The Digital Sound sampling hardware is simple and a little noisy, 
but it works. You plug a microphone or other sound source tnto one 
mint jack socket, adjust two screws to set the input level and the 
amount of feedback from the output to the input (for repeat echoes) 
and get a line-leval signal from another mmis&cket. At £35 the Date) 
is the cheapest Spectrum sampler, and worth considering if you 
intend to write your own controlling software 
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SPECDRUM 

Cheetah s SpecDrum. the best-selling Spectrum sampler 50 far. can 
only replay samples. The SpecDrum is really a digital drum machine 
with a sound tha t would n ot disgrace single-purpose drum machines 
that cost hundreds of pounds. Results can be excellent, even if you 're 
not a real drummer - yet the SpecDrum costs only £25-£30. 

When Interface fanzine editor L ucian Randall played Ave people a 
tape of some SpecDrumming, none of them guessed a home 
computer was involved. One person still refused to believe it when 
he said that the recording had been made with a Spectrum, and 
no-one estimated a price under £100. 

The SpecDrum can play up to three samples accurately at once; 
normally they all come out through a single phono lead, but you can 
record drums separately, in synchronisation, by taking a 
nonstandard timing pulse from the computer 's cassette port. Thus 
you can use up to 16 drums in stereo recordings, using a couple of 
stereo cassette recorders: If you've got a multitracker. so much the 
better. 

The Specdrum can store up to J 6 songs in memory; each is made 
up of 64 numbered patterns, repeated in any sequence. Patterns can 
use normal or weird time signatures - 11/8 is no problem f - and each 
beat can be subdivided up to 32 times, 

And the speed of the rhythm is easily changed, over a range so 
wide that even the restriction of 32 divisions per beat becomes 
unimportant. 

You can enter drums one by one in real time, inserting Or deleting 
thumps with t wo keys, or you can type in patterns by editing a grid. 

The SpecDrum comes with ten drum samples and I J 
demonstration rhythms. It runs at 20,480 samples a second. It can 
hold eight drum seconds at a time in memory, and you can choose 
these from a wide range, 

And Cheetah's machine has a large repertoire of prerecorded 
sounds - tom-toms, snares, baas drums, hi-hats and most other 
percussive noises - but there's no crash cymbal sound, because the 
software uses fixed areas of memory to store samples and there isn 't 
enough room for such a long sound. (Kits of eight extra samples cost 
between £4 and £5 - Cheetah has produced Latin, Electro and Afro 
kits.) 

The prerecorded samples are recorded very cleanly, withou t echo; 
this means you can do a lot with them, but it's important to add some 
sort of reverberation when you record them, or you may get a rather 
flat sound. 

There's a SpecDrum sound editor on the CRASH Tech Tape, and 
four exciting new samples. The samples were professionally 
recorded in a studio by the SpecDrum s inventor, Alan Pateman 
They load directly into the SpecDrum software - and you 
can also convert them to work with the 
RAM Music Machine by running another p"^ 
Utility program on the Tech Tape 



SOUND 
SAMPLER 

Cheetah, of SpecDrum fame, also produces a £45 sampler. The 
Sound Sampler lacks the MIDI port and sequencing facilities of the 
Music Machme, but sounds a httle better. It can record at two 
speeds: 1 ?, 500 or 35,000 samples a second - the latter dose to CD 
speed. 

You get a small microphone with a mini jackplug that fits the input 
socket on the Sampler box. Both input level and feedback can be 
adjusted, though the control knobs scrape against the top of a 
Spectrum if you plug the sampler straight into the back- The 
output comes from a phono plug on a 2-metre captive lead. 

The sound sampler can use the extra memory in a Spectrum i28K 
to store samples, unlike the other packages, which only use 48K. It 
also lets you write files to microdrive as well as to cassette. The only 
way to replay samples is to play the computer keyboard like a small 
piano, unless you buy a £10 System 2 add-on program to convert 01 
create samples for the SpecDrum 

The software is plain but functional. You 're required to set up loop 
points within a sample, so that a section in the middle plays 
repeatedly if you hold down the note key. This gets around the 
problem of higher pitches playing more quickly and running out 
before you release the key. 

The second half of the package is a real-time sound-effect 
program. This lets you add echo, reverberation, pitch shifting, 
chopping or 'bubblizing effecta to whatever sound you feed in. The 
sound quality is a bit noisy, but the effects are fascinating to play 
with 



MACHINE 

The £50 RAM Electronics Music Machine is an impressive device, 
designed by ax-Sinclair Research staff, but it 'a rather let down by the 
accompanying software. 

The Music Machine is a sampler, drum machine and MIDI 
interface. It can record and replay digital sounds at 19,444 samples 
a second, and control any MIDI synthesizer. It comes with eight 
rather poor drum sounds, and a small microphone so you can record 
better ones yourself. 

Three standard DIN sockets provide the MIDI facility. The sound 
comes out of phono and stereo headphone sockets, and there's a 
mini jack socket for the microphone. A sliding level knob gives you a 
limited amount of control over the sensitivity of the input. 

You can play a sound in real time by pressing one of eight keys - 
or you can play one sound over a range of pitches, using the keyboard 
like a piano. But if you want several sounds at once you must work 
in step time. 

You're allowed two musical sounds at once, or three drums at 
hxed pitch, but the Music Machine hardware can't play both music 
and drums at the same time. You can direct the music to the MIDI 
port so that your synth will play along with the drums, in two-part 
harmony. And you can't control more than two notes at a time with 
the MIDI port - a severe and needless software restriction. 

The sampled sound quality falls dramatically if more than one 
drum or note is played, as - unlike the SpecDrum - the Music 
Machine handles multiple sounds by playing short bursts of each 
sound and hoping they blur together. 

The Music Machine manual promises new software from RAM 
itself, but the company has rather short sightedly scrapped that 
idea and encouraged other people to do the work instead. Jon Ba tes 
reviewed a couple of packages in CRASH Issue 46, and of course 
ZX-FX on the Tech Tape will work with the Music Machine. 

There's a thriving Music Machine user group, centred on a 
magazine called RAMMI, published by Tech Tips contributor 
AlStraker. RAMM! is published every two months; a year's 
subscription costs £6. To subscribe, or to ask for further details, write 
to AlStraker at 19SandringhamRoad, Willesden, London NW2 5EP. 

And on the CRASH Tech Tape there's new software help 
for Music Machiners interested in percussion - a 
routine to make SpecDrum samples rr~T1 
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It's simple 10 arrange software 
to play back sounds at different 
speeds; this has the effect of 
shifting them up and down the 
musical scale. Once a sound, or 
'sample', is in memory it can be 
edited, reversed, mixed {by 
simple arithmetic) and 
manipulated in almost any way. 

The memory capacity of small 
computers limits tha duration of 
sound that can be recorded, but 
short spoken phrases, 
percussion noises and most 
keyboards sounds will fit into a 
home micro, from which they 
can be replayed in hundreds of 
different ways. 

The CRASH Tech Tape 
includes a small program. ZX 
FX, which shows how easy it ic 
to process sounds with s 
computer. ZX-FX works with 
any Spectrum sampler, and 
demonstrates three simple, 
adjustable effects - echo r 
vibrato and a noise gate, which 
only passes sounds abo^e a 
certain level, cutting out 
background hums and buzzes 

And ZX-FX uses a neat tnck to 
avoid clipping and quantisation 
noise. If the level sample stays 
at either end of the allowed 
range, indicating an overload, 
ZX-FX puts coloured bars in the 
border of the screen, Slight 
overloads put rare flecks of 
colour in the border, and severe 
clipping is indicated by a flood of 
colour. 

Thus you get a visual display 
of the proportion of distortion 
being added. This is very useful 
when you're busy recording 



something, mixing in effects to 
build up the sound. 

You can set things up quickly 
by sending the loudest signal 
you plan to use and adjusting 
the level to give a very small 
amount of colour in the border. 
On an 8-bit system it may be 
better to accept a little clipping 
than to guess at a lower level, 
unless you're careful, quiet 
sounds can easily be crunched 
by quantisation noise just when 
the distortion is most obvious. 

Sound processing programs 
must be written in machine code 
— they need to go very quickly 
and smoothly, so that lots of 
separate samples merge into a 
convincing continuous sound. 
But the programs can be very 
short - 1 5 or 20 lines is enough to 
get interesting effects. Tha 
machine-code part of ZX FX is 
written in RE Ms in the program, 
so it's easy to see how it works. 

When you start to use ZX-FX 
it asks you to enter the port 
numbers your interface uses for 
triggering, input and output 
The program works with any 8- 
bit sampler that uses ports 
numbers between 0 and 255, so 
you can use it with almost any 
sampler on the market, 
mclucung all those documented 
in the table of port details. 

ZX-FX should also work with 
the other designs which have 
been published as magazine 
projects in the last few years 
The quality of the results Will 
depend on the filters in the 
sampler and their interaction 
with this software - so 
experiment I 
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A small micro can work fast 
enough to generate echoes and 
other effects in 'teal time' - the 
effect is produced as the original 
sound is made. Gut anyone who 
ha* struggled Co play an entire 
tune in perfect time and pitch on 
a conventional instrument will 
realise that real-time rnuasc- 
roaking is often a frustrating 
process. 

Tape recorders can freeze 
music, as photocopiers can 
freeze print, but a digital 
recorder can do much more - it is 
the acoustic equivalent of a 
word processor, limited in 
power only by its software and 
memory capacity. 

Most digital recorders let you 



work ill ' step time ' : you make up 
music step by step, setting the 
pitch, intonation and rhythm. 
You can change sounds, adding 
and deleting notes at will, with 
instant replay to Jet you know 
how you'ie getting on 

You don't have to be able to 
play spot -on; software can 
'round' notes to whatever 
degree you choose. 

Step time is an idea just as 
revolutionary as sound 
sampling, and it is built into 
most of the new music 
machines Like digital sound 
sampling, it is ideally suited 
to the computer; and 
together, step time 

and sampling are 
a powerful duo L 



SpecDruni. Music Machine, Multiface, or whatever. 

But the Tech Tape is packed with valuable items that are too much 
of a minority interest to reach today's chart -dominated iowest- 
common-denominator market. 

For instance, the Tech Tape includes a good, fast BASIC compiler 
These used to be widely available at prices around 1 1 0, but now only 
games sell at that price ; nowadays compilers have to be ell-singing 
ail-dancing programs that sell for £20-£30. 01 they can't get 
distributed. 

So we've put lots of these minority routine & on one tape Some 
people will only want to use part of the Tech Tape, but we hope you 
won't mind a bit of fast-forwarding to find the bits that suit you - and 
that you wouldn't be able to get any other way 

The Tech Tape contents on this page was complete at the end of 
January, but we're trying to stick a few extras on the finished 
version , . , 

SIDE1 

PROGRAMMING 

ZIP 2 BASIC compiler 
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mJiyou don't 
ra ve to • 

SIMON N GOODWIN introduces the CRASH 
utility tape - now available 

i^i HE CRASH TECH TAPE is a compendium of useful BASIC and 
machine-code routines, aimed at anyone interested in 
Spectrum technicalities - now on sale for just C$ 55 (Including 
postage and packing in the mainland UK). 

Tech Tips often comes across good programs and routines that 
can t be printed in CRASH because the listings are too long. Other 
programs fall by the wayside because they only suit people with 
particular hardware add-ons, which is why it's difficult to find a 
decent printer dump for the Serial 8056 printer, or utilities for the 



ZIP 2 translates ZX BASIC into machine code, completely 
automatically. In the process, it often makes programs 100 or even 
200 times faster than before! ZIP 2 has more restrictions than full 
ZX BASIC and full-price compilers lilte HiSoft BASIC, but it's much 
friendlier than machine code. And only HiSoft BASIC is raster. 

ZIP 2 lets you take advantage of the speed of machine code while 
still programming and testing in BASIC Compiled programs can be 
saved and run without the compiler loaded. And you can even sell 
programs compiled by ZIP 2. as long as you do not copy the compiler 
itself. The maximum size of compiled programs is about 1 2K. 

The list below shows the words which ZIP 2 can compile. If you 
use other words the compiler will display an error message at the 
appropriate point in the listing and refuse to compile the program 
Some commands are slightly restricted by ZIP 2, as noted below 



ABS 


AND 


AT 


ATTR 


BIN 


BORDER 


BRIGHT 


CHRS 


CLEAR 


CLS 


DIM 


DRAW 


FLASH 


FOR 


GO SUB 


GOTO 


IF 


IN 


INK 


INPUT 


INT 


INVERSE 


LET 


NEXT 


NOT 


OR 


OUT 


OVER 


PAPER 


PAUSE 


PEEK 


PLOT 


PRINT 


POKE 


REM 


RETURN 


RANDOMtZESGN 


STEP 


STOP 


TAB 


THEN 


TO 


IfSR 





For speed and simplicity , ZIP 2 doesn't recognise some BASIC words. 
But the remainder is still enough to write almost any program, given 
sufficient effort and forethought. 

You can use up to 26 single-letter numeric variables, and 26 arrays. 
All arrays you use must be dimensioned - but only onoe r and the size 
must be an explicit number, not a calculated value 

The usual maths operators + , -, * end / are allowed. ZIP works with 
whole numbers only, between -32767 and 32767, or addresses 
between 0 and 65535 Brackets can be used as normal. The INT 
function is ignored by the compiler, as ZD? always uses integer 
arithmetic. But it's useful to put INT statements in your programs so 
that they give the same results in BASIC and when compiled (For 
compatibility always INT the value produced after a division.) 

PRINT always uses the top. main part of the screen. INPUT usee 
the bottom part. It reads numbers from the keyboard into arrays or 
other variables, but won't let you print messages at the bottom of 
the screen. If you name several variables in an INPUT statement they 
are set from the keyboard one by one. The only keys recognised are 
the digits , DELETE , ENTER and an optional min us sign at the start. 

CLEAR sets array and variable values to zero ZIP 2 doesn't let you 
follow it with a number to reserve space - do that before you run the 
compiled code. 

The check in a FOR . NEXT loop happens at the NEXT, so compiled 
loops are always performed at ieast once even if the start value 
exceeds the end. For example: 
FOR 1=2 T0 1 : PRINT I: NEXT I 

prints 2 whan compiled, but nothing when interpreted. To get 
around the problem, use an IF test to skip over any loop which might 
be performed 0 times: 

IF E>=S THEN FOR NS TO E: PRINT Ir NEXT I 

GO TO and GO SUB must be followed by explicit line numbers, 
rather than calculations, so that ZIP 2 can make them extremely fast. 
Even in a 17-line program, a compiled GOTO works 1,400 times 
faster than in its original BASIC form 

The USR function must be followed by a numeric value, not a 
graphic character, DRAW may be used for lines, but not curves - the 
ROM curve routine is just too slow and clumsy to be worth compiling. 

You compile a program by loading ZIP 2 and then the program. 



CRASH March 1988 65 



INICHEJTECHnNICHEaTECHDNICHEn 



testing the program in ZX BASIC (vital!) and then typing 
RANDOMIZE U$R 40000 

ZIP 2 lists your program to the screen quickly, pausing and 
displaying messages in the appropriate place if it finds a mistake 
Unlike other Spectrum compilers, ZIP 2 carries on scanning for other 
mistakes even after it has found one, so you can eliminate all the 
problems in one go, 

After the listing ZIP generates machine code at blinding speed, 
showing you the line number and amount of code generated as it 
works You can run the compiled program with: 
RANDOMIZE USA 53247 

If an error occurs while ZIP 2 is running, it issues one of the usual 
Spectrum error reports, as list ad and explained in appendix B of the 
Spectrum manual. 



This simple game was written to demonstrate the ZIP 2 compiler. 
First run it in ZX BASIC - like most BASIC programs, it s paraly singly 
slow. Then compile it with ZIP 2, and within a few seconds you've 
got a fast machine-code game that you can edit, soup up and 
recompile as you wish! 



time you press the magic button one program is suspended, the 
screen is stored and the next program appears in less than a second! 
For example, you can have two machine-code games on the go and 
program in BASIC between plays The possibilities are endless . . . 

Three In One is designed to work with the Multiface One, 
Multiface 12B and Multiprint interface - you need one of those 
Romantic Robot products. But it should be possible to convert it to 
work with the Mirage Microdrive r, Datel Snapshot, and various 
magic-button disk systems, though you' It need a fair bit of technical 
know-how Tech Tips can't help with conversions, but we'll be 
interested to hear how you get on. 



... as seen on TV! A few years ago I programmed the credits for a 
Central TV series called Magic Micro Mission (not our choice of 
name)) and needed a clear, bold Spectrum character set This set 
fitted the bill exactly. It was designed by Sam Goodwin, my artistic 

brother. 



hit 



This program by Tom Price extracts the Sinclair tape- loading routine 
from the Spectrum ROM and lets you customise it to run 50% oi 100% 
faster than normal. You can use this utility to adapt 
programs to load extra fast, and can also zap the routine to change 
border colours, headers and other details. 



This useful machine-code routine lets you trap and analyse errors or 
attempts to break into any 4BK ZX BASIC program 



The Serial B056 is a popular printer, but it doesn't recognise the 
COPY command. Some purchasers got a machine-code routine to 
perform a COPY with the printer, but the routine supplied by the 
shops gives poor results, crashes after execution and runs at silly 
addresses. The CRASH Tech Tape routine runs at any address and 
produces much better results. 



This simple but brilliant program by Khaiid Rafiq lets you load and 
run three 16K programs at the same time on a 48K Spectrum Every 

r . mmmf 

1 Please sand me a CRASH Tech Tape. 

| I enclose a cheque or postal order for £S.9S (£7.95 if my address 
1 hi outside the mainland UK) made payable to NEWSFIELD LTD, or 
B I am paying by VISA or Access with the special; form below. 



■ NAME 
! ADDRESS 



POSTCODE 



■ PLEASE DEBIT MY VISA/ ACCESS ACCOUNT £ 

■ (delete as applicable ) 

I CARDHOLDER'S ADDRESS {if different from above) 



J ADDRESS 



POSTCODE . 



■ SEND THIS FORM AND YOUR PAYMENT TO : TECH 

■ TAPE, CRASH, PO BOX20 t LUDLOW, SHROPSHIRE 
* SYS IDE 
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ZX-FX shows how easy it is to process sounds with a computer It 
works with any Spectrum sound sampler^ and lata you play with 
three real-time effects; echo r which delays sounds for a 
predetermined period; vibrato, which causes volume to fluctuate 
periodically; and a noise gate, which only passes sounds above a 
certain level cutting out background hums and buzzes 

ZX-FX gives you a continuous level display, to avoid distortion. If 
the level sampled stays at either end of the allowed range, indicating 
an overload, coloured bare appear in the border of the screen 

Slight overloads put rare flecks of colour in the border and severe 
cupping is Indicated by a flood of colour, So you get a visual display 
of the proportion of distortion being added, which is very useful 
when you're busy recording something, mixing in effects to build up 
the sound. 

You can set things quickly by sending the loudest signal you plan 
to use and adjusting the level to give a vary small amount of colour 
in the border. On an S-bit system it may be better to accept a little 
clipping than to guess at a lower level. Unless you're careful, quiet 
sounds can easily end up crunched by quantisation noise just when 
the distortion is most obvious 

The machine code part of ZX FX is written in REMs in the 
program, so it's easy to see how it works When you start it asks you 
to enter the port numbers your interface uses for triggering, input 
and output The program works with any 8-bit sampler that uses 
port numbers between 0 and 255 - almost any sampler on the 
market. 

The quality of the results depends on the filters in the sampler and 
their interaction with ZX-FX- so experiment! 



This program can load drum samples edited out of Cheetah's 
SpecDrum kit and convert them so they can be loaded by the RAM 
Music Machine. It's an improved version of a program published in 
CRASH Issue 42. 



This program lets you move SpecDrum sounds between kit positions 
and change their relative volumes, so you can accent certain beats 
or adjust the balance of a kit. It's a souped -up version of a program 
published in CRASH Issues 28 and 29. 



SPECDftUM SOUNDS 

These are four drum sounds produced by the author of the 
SpecDrum, Alan Pateman They were all professionally recorded in 
a 24 track studio, and have never been released before: they're here 
by kind permission of Alan Pateman and Cheetah Marketing. 

These sounds load directly into the SpecDrum software, you can 
also convert them to work with the RAM Music Machine by running 
another utility program on the same tape. 

The sounds include a new snare-drum sample and what Pateman 
describes as an 'orchestral thump' . 




m s 




A coin ap conversion 

Cm 641128 Casseffe £9.99 Disk £14, 
Spectrum 4BK Cassette £8.99 
Amstrad Cassette £9.99 DisJt £14.99 



SPECTRUM 
TO 

SPECTRUM 



PAUL EVANS 

answers comms 
queries - and asks 
Micronet a pointed 
ProPak question 



PBM column on page 75 of this 
CRASH.) 



THIS WAY FOR 
WAFAS 



PRESTEL 
PRACTICALITIES 



Dear Paul 

I have wanted to |ain Prestel for 
some lime? now, but need a few 
questions lo be answered, 

1 How much would i( cost lo set 
myself up, including modem, 
membership and any plugs or 
sockets I may need? 

2 Where would f get I he needed 
equipment and how should I 
apply for the membership V 
Another separate question is 

are there any adventures like 
Shades and M U.D. that you can 
play via the phone bul without a 
modem? 

Gareth Mack own, Milton 

Keynes 

I 'II answer your questions If) order : 

1 Costs range from CtOO to 
thousands, but for a haste but 
effective setup you will need a 
VTX 5000 modem (for 1 6K/48K/ 
128*2 Spectrums) and a 
Micronet subscription, Both are 
available from Mictonet foi £60 
as a package; write to Micro- 
net 800, Telemap Ltd, Ourrant 
House. 8 Herbal Hilt, London 
EC1 5EJ. 

The VTX plugs into the BT 
network using the now-stan- 
dard BTinphone plugs, and you 
will need a socket installed in 
your home, A set of two plus 
installation will cost you around 
£25 from your local BT dealer 

2 There is an alternative to writing 
to Micronet: Dtxons has been 
known to stock application 
forms tor PresteL And many 
computer business centres will 
be able to gtve you sound 
advice about communications, 
modems and Prestel. 

For advice on connecting 
your Spectrum to the BT net* 
work visit your nearest BT 
Phoneshop or dealer or write to 
Pre$ tut Enquiries, Telephone 
House, Temple Avenue, Lon- 
don EC4Y OHL 

3 The short answer is no\ The 
long answer is- why not try a 
PBM game? II takes longer than 
Shades but can befus t as enjoy- 
able! (See Brendon Ka vanagh a 



ITS nol quite comms. but 
Myles Dawson wrote asking how 
lo get a Rotronics wafadnve 
(which I mentioned in a ZX Mic- 
rofair report in CRASH Issue AS). 

Capri Marketing supples 
wafadrives, blank wafas and help 
sheets. For more information write 
to Capri Marketing Ltd, 24A Whtte 
Pit Lane, Flack well Heath. High 
Wycombe. Buckinghamshire 
HP109HP or phone Capri on 
(062) 853 1244. 



TELEMAP 
TAKES THE 
WRONG LINE 



TELEMAP, the owner ot Micronet, 
has launched its own modem 
package specially designed far 
use with Micronet. It's called 
ProPak (standing for 'profes- 
sional package ) and comprises a 
Telomap BABT-approved Hayes - 
compatible modem with autodial, 
V21 and V?3 protocols, software, 
cables and one year's subscrip- 
tion to Micronet, Prestel and Tele- 
com Gold. The damage is £21 8.95 
- a saving of around E168 on Ihe 
retail prices ol the package's com 
portents! 

So it's a shame that ProPak is 
available for nearly every modem- 
using computet except the Spec- 
trum. Perhaps it's part ot Micru^ 
net's deliberate move away Imm 
older machines to an adult, ST- 
owning audience - more than half 
of Micronetter s are over 30. 
according to a recent report. But 
should the network forget 
4.000 f OOO Spectrums? 

Telemap marketing services 
manager Lynne Thomas com- 
ments; With online services 
becoming increasingly vital to ihe 
serious computer user, we 
realised that a single purchase 
package was needed to replace 
the existing assortment ol incom- 
patible modems, cables, com- 
munications sollware and ser- 
vices. 

The Telemap ProPak is that 
complete solution. 1 she says. ' and 
at an unbeatable price ' Give me a 
VTX, a Speccy and a Spectre 
Cornms ROM totalling about £90 
and I'm happy at half Ihe price! 
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y yiNNERS Q?) p RIZES 




J 



MORE TO THIS THAN MEETS THE EYE 

Issue 4? 



ChrH Gormen horn Sctrltand KAl 3 H J r , 
came closesi lo correctly dueeatriQ We 
number gr tirnno I and i appeared on **»l 
month's Ural Forum pom, He alio came up 
■with some wfynTieresfiny palindromea tor 
Enduam»GwnM'tE>«carnp0li1icyi. And 
hw'ltW receiving a whole rail or wye rglated 
product* ttrom an eye patch to a boMa of 
Our-..-. I' 

The tenrunners -up wB Bach receive a copy 
ni thil Eye cflmpwlHf game and lha officii Ey s? 



book. Trmir nrypnwB 

Drni^ Grange, Ltincton SW6 4EB, 
Summon P BfOdfrf. Sunderland SR5 5BL. 
Keith Paltance, Edinburgh EH 11 3DQ. 
Ciaran Waiuft, Dutohin H r Bra; R Si<r«cnu, 
Dyfod QLR, Jason Stnwart, Liverpool 
L149WS; NsilC-atley, Yark 5 Y02 5HN Duwul 
Lane, Natla HG2 5HR. Lee Rtveiey. 
Covenuy CV3 8HT; Andrew Hppkinr., 
Bmto<B5l7 4HX 



PACING 'EM IN 



The wrtner of I he Pac-UfKf comprtmon, 
J Smith !rom Sheffield SI 7 ha* qlrqadv 
bean «nvilad by Qu-cKsilva on an aU unpens- 
paid N-tpic a lopLandon arcade - and given a 
oay«ui of IQp ptBcas to make it a play to 

r*m«nbflfl 



Ten runnara-up each vron a Pac-Land' 
oriel case. Thay happen to ba . . 
Paul ThoniDion, Portrshead BS2u 8HF. 
David Haffner, Wore a B97 «LY; Ban 
Wootton. Milton Kiyn*« MK10 7AE; 
Malhew Clemenlnor.. West M^iirlds, B3i 
2EN; Stoart Bowen, Lanes BI.B tXX, 
Michael Scott, Tyne And Wur NE« 7RO; R 
Yeung, Lanes WW OTG; Richard Burton, 
Cwnwtdl Tm2 6RB, David Johnson, 
Shefft.ld SB 9FY: Steven Uu. Wast 
MidlBr.ds96liC.cH 



WELL FED UP WITH PIRANHA 



Stephen HaH o\ Snalul BSS JLH shOulrj 
alraady da well Inrougn his H*rorts School 
Tuck Bin - |he fantaslically Winning pnie w. 
this ytiai Sot competition, He al&o 0*1-.. ;i 
DQpy or the garrni |ust Hhe ths 30 ■ uimofs- 
UP 

Carry Derrick, Hants P02 OUT. David twills.. 
Suffolk CBfl OPO; Stephen Phythian, 
MereeyakJe WAtO 6AZ; Simon Par™, 
Gwynedd LL»1 «UW; Paul Wake Una. 
Laicealer LEfl ODE; Mich.ial 6ean, Surrey 
KT17 1BY; Matthew R Binnv wm 
VorKsrtire BD13 3BJ; MJaa T A Addison 
Hams RG26oUE; Brian Snaphcrd. Worstay 
M23 6TT: Haldone Biillar, Monhem irelamd 
HT79 OOH: Kevin G/nen, Kant BA2 OPL, Alan 



Fh cwTiiofl Ayr KA7 4UB; Andraw Howard 
Horls CM23 3LN, Edward MiMff, Kent DAI? 
5PLI; Andrew Brgwn. Camhs PE2 BBH, Bon 
Sawior. near Leeds LSI 7 OAN: Luke 
Weovor. Davon EX38 flLF; Stuart aarrett. 
Cpmwalt Tfll3 9CtL, Andrew Klfhaldy, Eaal 
SuBsex TN22 5€F; Andrew Qranthofn. 
Devon EK34 BBZ; P Reynolds. Lines NG34 
BUD; DH.n.gh. LeiceiltrLEfllQG MaMn^yy 
He-jjan, KBnt ME13 HSY; John Butge^. 
Beds LU1 3NE; Sheun H«l), Kant M€t3 7SH; 
Jonathan Whormslay, Devon EX31 3PI; 
Anthonry Johnson, London NW2 5TA, Phil 
March, Surrey CR3 3JD; ChrlMopher 
Mortimer. Shropshire SY5 OftW; Mark 
Peirco, Devon EX16 SOB. 



DASHING 
THROUGH THE 
SNOW 



FA LA LA LA LA LA 

issue 48 

Trie; m05i approp'iatf' wuios lo Jon Bates* a 
■Chrfcsrmas carol tuna c»ma Iram 
Sean Coonay of Counly Roscommon m Eire 
He g*ls a r?5 recof d token and a CRASH cap 
and T-»?vn 



CRASH AWARDS 

issue 46 

Wa wpn'l have- Hvr rasultaof Iha 1 987 CRASH 
Readers ' Awards littnexi month -1h#y r ra 
1*l«ing Franco Fray's program so tong lo 
caJcutale - bul we rnne to pick out ten 
luc*y winner*, who'll oach receive a C20 
software vouchor and the CRASH T. sturt nf 
1haar choice. The first ten omI Of the pestoag 
were . . 

John Hay. Suthertand IV25 3RD; P»ul 
BuUmjgrh. Hfrefofd HR+ STU; J*jrm Wood, 
Buck 5 MP22 6BS; PWidi, Bn«toi BS 1 OEP; 
Ni-iei Wniie, Wenr M.cHand'a 062 QML: 
Steven Smith, Harts WD2 7£0; William 
Turner, West Suaaen GU29 9BT; Gary 
Smith. York YO* Scott Wlldlrvg, 

Nonhants NN1J 3L0: Atan Comer. Berks 
RQB7LD. 



LET'S PLAY BALL 

Issue 48 



HJ; Dawtd Mnuiat, 



natter watch out for thar window 
Brwnioreha GollnMcBumhB-' . 


m\nftw nBRt 


«cn rthe imrtar Tonga MunOai fc 




CRLpul'jpifn'gretWin ItTerSi^tfyi 
ar»d7D runners-up each natei w 




£tofera*kargari>e. . 

Cnria Sudan. Mwrvry vde WA 1 




Ed— a Ma, Owynedd LL77 




JMMpn. SuMott 2PO, 





IfMfl OPO; Cofin _ 
Manchaetar US 3JL; Chne GJea, We*4 
Yurkarurw HD15 SFR. Sam Dennis H«n 3 ENft 
9£G^ L« Scholar. Weal Stow RH1 1 rQR, 
Rodm SJuyer, West 5w»e« RH19 3DU; 
Mark Turn*, Be*** SL6 +0U. Merit 
Tnompaon. Bnatol 8S30 BHF; Anthony 
G**wri, London NW11 0A4J; Henry King. 
near Bfkrtul 831 *SYH R CEarke. Leica LE 1 a 
2RA, P W Fatter, London &W1* BJJ, Peter 
Khan, ansiol SSi4 QHH. Jorgn Roche, 
Prjn^ijal. Andraw Watts, SLrfhi W5H 96A. 




' 4 

at 



MASTER OF THE MOVIES 



M Martin Bad o< Nonh VorKshae HQl 3G0 ien'l 

• .1 CRASH al trus- MBry moment, ho'a 
probably down he local picture house using 
the E7S Cannon cm«ma voucher that Gremlin 
Graphics gov* away in Tthb Waslerj Of TtH 
Iixmvfu> competrtion. The second priue of a 
C50ctnemavoudrwwenti&ChriBtian Taylor 
from Itorth Humbeprsioe HU5 3UD. and the 
tfa voucher found Hs way to David Edwards 
from Hereford HR20JU 

Let's hope Wey uaod toe voucher to see toe 
4*eraed fam! 35 n^ners-up, hka the winner^ 
each rooarvc e copy o< the gam* , , . 
Merk C Trotter, Bradford B02 JHO; Vinca 
Yallop, Nortolk NR4 7 AY; Martin McKarutia. 
Scotland AB5 9YL; Colin Petfle, Hens WD* 
2PP; Nick Weaterdare. Buck* HPS SPL: 
Murk Smith. Shropshire TFB 1JT; Sean 



O'drlacoll, Gloa GL54 l£S, Paul UVhiifiard, 
Sun-ay CRO OTT, Andraw Sharkey, Lanes 
WNSi BAT: Gary V>ch«n, Lincoln LK3 5QA; 
Mark Healey. W V st Midtands WS20LK; Paul 
Rudrrwin. Lmcoln LNZ 2TE; Stephen 
Smiihherd, South Yorkshire QMS 9LF: Paul 
Jeffs. Cantos PE< 6KU. Andrew Marshall, 
Merseymide L 1 » 6LJ; Mlchaat O-'Brton. Tyna 
And Wear SRS 3BG;. Wciona Sneddon, 
Northumberland NE2« 3SP; Adam Botton, 
Surrey GLI5 OfitT; Jason Long. Gtas GLS 
*PE; Nbchotes Young, Lanes, 0L3 5EG; 
Richard Langdon, lata Of Wight POST 7DF; 
Carafe Luddem, SlOckport SK4 OAA; 
Anthony Oodderd, Oxford OX2 7TE. 
Devmond Burks, Birm^ngfiatn B34 6A£: 
Andrew Gauld, Southampton SOS 4TG, 
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HYPERMARKET / 



ASHES TO 
ASHES, DUST 
TO... 
5PECCY? 

Franco Frey's First Law Of The 
impermeability Of Materials slates 
that a specially-designed double- 
seamed dust cover will, when 
placed over a Spectrum, inhibit its 
tendency toward dust equilibrium 
! with its environment In other 
words, these jobs keep your 
computer clean, nght? 

The CRASH Spectrum dust 
covers, which are by a curious 
coincidence emblazoned with the 
name CRASH, have been made to 
four different sets of 
measurements, to precisely fit four 
different kinds of Spectrums: the 
early rubber-keyed model the \ 
Spectrum -t, the Spectrum 128 
And the Spectrum 12. 

And seriously, now, remember 
this small investment COULD save 
you big repair bills . , . 

£3.00- £4.00 



CRASH HISTORY BINDERS 



LUiyd Mtmflnim'* fmir-part CRASH 
History, tokith wntmtfi in thii issue 
mil add up to 9f> fuga; 48 CRASH 
(nv-tTj auJ-W pa^ of wxt. A spuhtl 
fonder wtlt be available itt December 
to h&p the CRASH Htuarv 
permanency together, 

Tht fondtT is dt-ssgth-d to afat 
accomodate the ampleu CRASH 
indexes to revietvs* tip* ttml feotum 
rviiuh tull he puNtM m Ou 



reprints of all [Joyd Marram * 
CRASH Lookbtii k*\exdwlin& 19S7, 
because tkttifi in she Christmas Special 
anyway} and same special arm-.V* and 
anJtwai mawrial m tkt kis&n oj u\ 
Spectrum. With the CRASH Hiswry 
\l will fam a umau, (RASH bwk at 
mtr 120 pages. 

You can order tht hinder nm\ but 
pleau be prepared w tmt longer than 
the usual 2H davi! 

14.50 



ARE YOU 
IN A BIND? 

If. net you could be - just wait tit! 
your CRASHbs start running away! 
Now you can keep them bound up 
in a friendly but firm blue binder 
embossed with the CRASH crest 
Each binder holds 12 CRASHes, 
and comes complete with a tittle 
rub-on thtngummywotsit which 
you. um, rub on and then the 
btnder says '1987' on the spine 
do you follow? You have to be 
there, really. 

We couid go on about the 
handsome tooling, the embossed 
title page and the rare art prints 
which will make this a collector's 
edition, but it'd alt be fibbing. The 
CRASH binder Is, however, very 
useful for making shelves collapse 
i when overloaded with 164-page 
editions of the magazine? 

_^n^A £4.50 



ARMLESS FUN 
WITH THE 
CRASH 
T-SHIRTS 

FOUR 

feature 

CRASH paintings in full colour and 
one T-shirt deptcts a monster from 
your worst nightmares - King 
Grub. Wear it if yc 
sllrne. 



styles! Three of them 
On Frey's most famous 



Tyou can stand the 



The three covers are: Head Over 
Heels 's Evil Emperor (issue 39), a 
monster from oil's interpretation 
of the Level 9 adventure Red Moon 
(Issue 20), and the CRASH surfer - 
the ultimate Spectrum sports 
simulator, stilt wet from the waves 
of issue 191 

The T-shirts are 50 % cotton and 
50% polyester, so everyone's 
happy, and they 're all available in 
two dramatically different sizes: 
medium (M on the form) and 
Grubbish, ie extra extra fame 
(XXL). 



ITEM 



T-SHIRTS 

, £5.50 each 



.... M 
. XXL 
.... U 
. XXL 
M 

. XXL 
.... M 
XXL 



CAPS 

. £3 95 each 



BINDERS 

. £4, 50 each 



SPECTRUM OUST COVERS 

RUBBER-KEYED SPECTRUM 

£3,00 «ach 



SPfCTflUM T28 

£3,75 each 



SPECTRUM ■ 2 

£4.00 each 



CRASH HISTORY BINDERS 

E4.50each 



QUANTITY 



POSTAGE AND PACKING 



*©w 28 day* lor fohnxy. and r»«iember Mine rtrttareni 
rwmimay £iw Mparilaly CFVk&H Hidofy biuderi Wl noi be 
■vaviabin Ml OKOTtMr but will t)# diapalchod n Mun 



CONTINENTAL EUROPE / 
OVERSEAS ORDERS ONLY; I AM 
ENCLOSING P&P PAYMENT 
FOB ITEMS AT E2.D0 EACH. 

P&P TOTAL: £ 



PRICE 



ONE LITTLE. 
FORM GOES \ 
TO MARKET 



Buy ANYTHING from the CRASH range 
of designer doobries with this single 
form! Please fill out the whole thing 
using BLOCK CAPITALS and 
remembering to enclose payment. 



NAME 

ADDRESS 



TOTAL PAYMENT ENCLOSED: £ 



POSTCODE 



PLEASE DEBIT MY VISA/ACCESS AG COUNT £ 



Onflow* i Addnm it damn tarn time! 

NAME _ _ 

ADDRESS „ ■ ■ . 



.POSTCODE 



SIGNATURE 

EXPIRY DATE 

PLEASE CHARGE MY ACCOUNT NO: 

I M I I I I I I I I I ll i i i 

SEND THIS FORM TO 
THE CRASH HYPERMARKET. PO 
BOX 20, LUDLOW, SHROPSHIRE 
SY8 1DB 






CAP THAT! 



This oasebafl-styfe headgear is 
especially designed to protect the 
wearer in the event of (a) King Grub 
or (b)a shelf overladen with 
CRASHes failing on his/her head. 
However, the btue-and- white 
CRASH cap (which comes 
complete with an adjustable strap 
so one size fits all humans) is also 
useful for carrying water through 
deserts, taking chantable 
collections at The PCW Show, 
getting stones out of horses' 
hooves and, in extreme cases, 
wearing on your head. 



BACK NUMBERS 



Don't miss out! 



1064 

3 APR 

4 MAY 



Sinclair talks to CRASH • Stack Light Rffte • Rim It Again: Missile Command 

games • CRASHuonnaLre results • the easiest surviving bade numOart! 

The 0m analysed • the fabled ZX Microbe appears • Run it Again: Pengo 

games • graphics utilities ■ Living Guide: boankjames. simulations, strategy, 

adventure * the second-earnest surviving back number!' (mat's enough eariy back 

nunben-BB 



t«JUL 
It AUG 

MOT 

21 OCT 

n nov 

*3D€C 
74XMA 

196* . 



27 APR 
2* HAT 



Demon Designs • Sinclair Story 3 • Maps. Kmght Lore, Underwurtoe • Leonardo 
Graphics ♦ Datel sound sampler • Artist- David Thorpe 
Gremlin Graphics profile » Artist: Bob Wakalin • Map : Gyron Atnum 
CRL profile • QNposter • roundup of BASK compilers • Arttsl- Rich Shenfteld • Maps: 
Dynamite Dan, Shadowfire 

Electronic Pencil Company prollte • Maps: Alien S, Dun flarscrj 
Holrjgrafui profile • Holograms • Map: Nodes Of Yesod • PlaDnum Productions prgf1(« 
Famine File • Microdrive tips • Artist: Susan Rowe • Fantasy Gamebooks 
Mefaumi House * Computer oraphca • Artist: Dave Beesan 
I tmamMto: Oliver Frey • Gar&oyle Games profile • Lloyd's Lookback • Hewson 
profile 

Dure" profile • Microsphere • FORTH and artenswns to ZX BASIC 
St Bride's profile ■ Spectrum 128 • Micronet 800 ■ Mglilface 1 
Playing Tips supplement • Med Croucher • Imagine profile • PBM c 
F-gn/ines • Marlech pratlB • Composite Video Interface • SpecOrum 
First PBM Mailbox • Homegrown software • Realtime profile • Maps: Cytu. Sir Fred. 
Saboteur, Tantalus 

Birth of a game * Laser Genius • Maps: Tantalus, Movie 
Software Projects • Word processing • Maps: Pvtegnm, Heavy On Tbe Magtck 
Programmer Have Perry • GAC • Maps Core Ghosts a Gvbims Bobby Bearing • Echo 
Synthesizer 

Programmers: Jon Rllman, Costa Panayl • Maps: Dan Dare. CavtironH • SpecOnimming 
Programmer: Don Priestley • Genesis Updale • Maps: Dynamite Dan ti. Equinox, 
Universal Hero • Music Machine 

Designer Dan Mascme • Computer Advertising • Maps tffoJer Roar Thrust 
UgMorce • MIDI 

S 1W/BT Lloyd's Lookback * Spectrum Musk « Maps: Scooby Doo, Martina. 
Druid 

John Rchardson"jetmaT»'cF^^ 

Fairiighttt. Fireford, Avenger. Omniy 

Fanzines ■ Designer: Bernie Orummond • Maps; Cobra, fmpossabail, Urktiurn * MIDI 
Arcades update ♦ TheZSfl * Programmer: Sieve Taylor • Haps: Nosteratu, Dovbie Take, 
Future Knight. Feud 

Terminal Man returns • Playing Tips Supplement ■ Maps: Short Qrml Antirisd. Can- 
Quest, Into The 601 s fiiest. Sceptre Of Bagdad, Dragon 'sLairlJ, Thrust tt, Fat Worm Blows 
A Sparky, Tarzan, Aliens 

Programmer: Mike Singleton ♦ Industry today • ASveniuu? Trail Supplement • Maps- 
Saboteur if, Head Over Meets • Mult! trackers • 120 bugs 
tB-page omf pulf-out ■ Lhjkm Daylights film FX • Programmer: Pete Cooke ♦ Maps: 
Auf Wiederseben Monty, Hydrofool, Rasterscan 

The +3 arrives* Run tt Again runs me Gawttet clones • Big trpu»e u TJf» 
fluff • CRASHtlonnairB results • CRL's 3D Gamemaker • Maps- endure flacar, Flash 
Cordon 

AA SEP Programmer: Dav»d Aubrey- Jones on Mercenary • The Sega Master System ■ is 
homegrown software healthy? • Tech Tips; that Swift Disc * Forum: Barbarian backlash 
conlmues * ThB CRASH Challenge • Maps: Vampire, The Curse Qt Sherwood m tin* 
galore lor Killed Uhtti Dead 

48 OCT Run tt Again: the hick -'em -ups* The CRASH Hisiorv FVi One • In the 
arcades • The budget woooowi • How stars are bom: selling your games • On The 
Screen logo winners •Maps Ga.vw Over. Wonder Boy 

Issues 1, 2 and 5-16 now out of stock SORRY! 



30 JUL 

11 AUG 

12 IIP 

33 Oct 

34 NOV 

39 DEC 



tear 

37 F» 



39 APR 

40 MAT 

41 JIM 
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43 AUG 




SPECIAL 
BACK NUMBERS 
OFFERS 

• Order any three or four issues at 
the same time - we knock 40p off 
the total cost 

• Order any five or more Issues at 
the same time - we knock 20p off 
each item 

PRICES 

Ail back issues are now £1 + 20 
including p&p 

except CHRISTMAS SPECIALS 
which are £1 .95 Including p&p, 
for orders within the mainland 
UK 

CONTINENTAL EUROPE/ 
OVERSEAS ORDERS: £2.00 per 
magazine including p&e 



Place a cross over the box containing the n umber(s) of the back iasue(s} 



NUMBER OF ISSUES ORDERED: 

C0ST:£. 
iDISCOUNT (IF APPLICABLE): 
TOTAL PAYMENT ENCLOSED: £_ 




(cheque « money ortter made payable 10 CRASH or 
Visa/Access credit card debit - tarm below) 

DON'T FORGET TO TICK THE ISSUES YOU WANT ON THE GRID? 

NAME i 

ADDRESS 



POSTCODE 

PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ 
(delete as applicable) 

CAtJftffltffir s AMress ft different from atocwa/ 

ADDRESS , , 

. POSTCODE 



SIGNATURE 
EXPIRY DATE 

PLEASE CHARGE MY ACCOUNT NO: 

III 




MULTIPLE 
ORDERS 

Vou can send mail-order. 
Hypermarket and back -number 
orders in the same envetope to 
save postage. Just address it to 
MULTIPLE ORDER, CRASH, 
POflo* 20, Ludlow, 
Shropshire SY8 1DB. 

Please remember you CANNOT 
send competition or charts 
entnes. letters to the Forum or 
Playing Tips, or any other 
correspondence to the editorial 
and subscriptions departments in 
inese Multiple Order envelopes. 
They're going to a different side of 
Ludlow' 



BASIC 

MATHEMATICS 



CELL GROWTH 



Age range: 16 years and over 



THIS program, aimed at senior 
pupils studying for biology exams 
simulates the method of studying 
population growth In 
microorganisms using the 
haemacytornetef cell-counting 
technique. This method requires a 
great deal of expertise and 
Scettander claims the program 
offers thorough grounding m the 
principles of the method while 
avoiding the frustrations of poor 
experimental results. 

Students should have a fair 
knowledge of growth -cycle theory 
before using the program. There 
are two scenarios where the 
student has to take control, 
Pattern Of Growth and Effect Of 
Temperature. Temperatures, 
incubation periods and dilution 
factors must be set Samples can 



be taken up to nine times. 

The challenge is to construct a 
celt-growth graph, which is 
compared with the computer s 
own graph derived from the same 
data A fair amount of decision- 
making is called for. and sound 
judgments are needed to obtain 
efficient cell growth. 

The data collected dunng a 
session can be saved, and both 
graphs and data can be printed 
out. 



Though of rather limited appeal, 
this is a useful program dealing 
with a complex topic 



I Out Of 



Your an&bie-r? £> & 
fittuu ttrm I* 7» 
you were- near enoofcH 



pf**t <&pnce> \o continue 



► Basic Mathematics: the maths is there, but the screen's too basic 



BASIC MATHEMATICS is a Suite 
of eight programs covering a 
range of mathematical concepts. 
The first four programs are 
reviewed this month, and the 
remaining ones will appear in the 
next CRASH Course. 

Angie Estimation gives the pupil 
practice in estimating acute. 



Subject: road safety 

Price: £10 

Age range: upper 

primary 

SCETLANDERS road-safety 
software aims to give pupils 
confidence in recognising many 
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Highway Code signs, particularly 
those relevant to cyclists. It starts 
off with a quiz on road signs, and 
then there are questions on how 
the cyclist should handle 
particular situations. 

When the pupil passes the 
theoretical section, he can 
proceed to a cycling simulation on 
the screen. The cyclist has to look 



behind himself in the right places 
and give signals as necessary. 

Cycting can print out a 
certificate if the pupil passes at the 
first or second attempt. 

A practice session can be set 
up, and the teacher can view the 
pupils' responses. 



This attractive and useful program 
makes good use of colour and 
graphics 



obtuse and reflex angles. At the 
start of the program, the teacher 
can choose the number of 
questions set. the type of angle 
which is to be drawn on the screen, 
the quadrant position of the first 
arm of the angle, and the margin of 
error permissible. A particularly 
useful feature of this package is 
that it can prepare a diagnostic 
report for the teacher afterwards. 

Digit Addition is a driH-and- 
practice program in which the 
pupil has to add a single-digit 
number to another single-digit or 
two-digit number. The teacher can 
determine the level of the program , 
the layout of the problems 
(horizontal or vertical), and there is 
a sconnq system where the pupil 
loses 'fives' after too many 
incorrect answers. 

Unfortunately, apart from this 
little attempt has been made to 
motivate the pupil to do well. A 
livelier method of presentation, 
perhaps with a games format. 




IfSNAPSHOT 



Subject: environmental studk 
Price: £17.50 

Age range: 8 years and over 



would have made this program 
mare appealing. 

Dice Multiplication is an exerc ise 
in snakes-end- ladders format, If 
the pupil gives the correct 
response to the multiplication 
question, lie moves forward - if 
incorrect, backwards - and the 
aim is to reach the home bass. 

Two dice appear on the screen, 
end the numbers shown are to be 
multiplied together. 

The program is flexible: it can be 
used at varying levels of difficulty 
(it goes as far as vulgar fractions 
and decimals). And Dice 
Multiplication is quite useful for 
less able pupils who need a great 
deal of repetitive practice, though 
it would be nice to have a two- 
player option in the game. 

Better graphics and the use of a 
range of colours would also have 
made the effect more imaginative. 

Fraction Identification presents 
the pupil with a series of shaded 
rectangles and asks him to identify 
the fraction which has been 
shaded from a choice of three 
answers. If he wishes, the pupni 
can choose to see some examples 
first before attempting the 



Price: £12.50 
Age range: 10-year- 
olds 



HOUSEBUILDER simulates the 
role of a small builder in making 
decisions about the choice, 
pricing and siting of houses. The 
pupil has to examine the site (four 
are available), choose the types of 
house to be built from eight 
possible designs, and decide 
whether to let or sell the houses. If 
a house is to be sold, obviously, a 
price has to be fixed- 

A good many factors must be 
assessed in this house-building 
exercise. Earfy in the proceedings, 
one has to decide what sort of 



questions. The correct answer is 
shown on the screen if the child 
enters two wrong responses to a 
question, but no explanation is 
giver, 

Once all the questions have 
been answered, the computer will 
give details of the user's 
performance and can also display 
the scores table. The teacher cartt 
set up the exact fractions to be 
practised , but he can choose the 
number of questions (from five to 
20) or wipe out the scores table. 



Though they're reasonably useful 
examples of dnll-and- practice 
software, these programs suffer 
from dullness and lack of 
imagination. 

The only colours are blue and 
white, and it seems little thought 
has been given to making the 
screen displays attractive and 
appealing. 

The subject matter could quite 
easily have been made more 
appealing to children. 



social mix \s going to be created 
On the new estates. 



THIS environmental -studies 
program is envisaged as a starting 
point for a wide range of activities 
on wildlife. The object is for the 
pupils to discover as many 
animals as possible (there are 13 
all told) and to take pictures of 
them in their habitat - all within the 
program. 

The pupils should attempt to 
use the least number of 
exposures, and compile an 
information folder on the animals. 

The pupil starts off with a map 
on the screen, and a newspaper 
which provides dues on the 
haunts of the animals. The pupil 
travels round the scenery, using 
north, south, east and west 
commands. 

When the puprl finds an animal, 
the P key opens the shutter, and 
the picture comes up onscreen. 

As In all good computer games, 



there are obstacles - the 
landscape is dotted with trees, 
houses, water and hills, and gates 
have to be opened and closed- 
And if there are crops growing in 
the fields, the pupil has to walk 
round the edge. 

Snapshot s an obvious stimulus 
for work on mapping skil Is, and the 
teacher's notes give other good 
ideas for using the program in the 
classroom. 



This imaginative and enjoyable 
program can help motivate 
development of a range of skills in 
the areas of language, 
environmental studies and maths 
- highly recommended 



Subject: language/environmental studies 
Price: £1 5 

Age range: 10 years and over 



IN Hofiday y a simulation of a travel 
agency, pupils find suitable 
holidays for imaginary clients. 

There are three resorts available 
In each of five countries: France, 
Spain, Italy, Greece and Austria. 
Some resorts are quiet and 



This package is an extremely 
flexible resource for the teacher, 
and integrates usefully into an area 
normally covered in the upper 
primary 



* itatiBfttffeR property problems for the primary 



Let****** 



secluded, while other have good 
shopping centres and a great deal 
of nightlife. Travellers can set off 
from Glasgow, Edinburgh, 
Manchester or Luton airports, 
though many of the seats in the 
planes have already been claimed 
by other travel agencies. 

Pupils can call up all the price 
information, and book individuals 
or parties for half board or full 
board as required. Going off 
season is, naturally, cheaper than 
going atthe height of the summer. 

The computer tots up the full 
cost of the booking, and the 
teacher can increase the prices as 
Inflation inevitably takes its 
course. 

When the pupil's client has 
found a flight and a resort wrth 
acceptable prices, a booking can 
be made. A Display Bookings 
option allows the user to look at all 
the bookings which have been 
made, and to do a search for a 
particular reservation. 



The excellent teacher's notes give 
several ideas tor using this 
package in a holiday project - and 
I can vouch for its quality 
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FREE! 



SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF 
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME 



KJC GAMES, PO BOX 11 



Write to:- 
CLEVELEYS, BLACKPOOL, LANCS FYS 2UL. 



&Mt3$ 




READERS' REVIEWS 



BRENDON KAVANAGH reaps the fruits of 
some letter- writing with two readers 1 reviews 
of Shattered World. It's got no better since 
their first reviews in Issue 44 . . . 



SHATTERED! 



"Pie rulebook and map provided 
by the GM are q urte good and the 
map is especially attractive. The 
cost of the game includes 3 
stamped envelope for returning 
orders, which is a nice touch. The 
newsletter doesn't impress me, 
but it's new and I expect it to 
improve. 

Diplomacy in the game I am in 
indicates that players are pretty 
young. They're not the most 
interesting or subtle 
communications I have received! I 
find the combat and monster 
routines quite boring and the game 
content in general has 
unfortunately disappointed me. 

Perhaps there is a good game 
hidden in there somewhere {the 
idea ot a destroyed world with the 
odd ancient artifact lying around 
to use and abuse in order to 
remove the other players is always 
an interesting idea), but it is not for 
me. I had hoped that continued 
playing would give something 

Bood to say about Shattered 
/ortd, but this Is one of those 
games which get so dull I don't 
rush to look at theturnsheets when 
they arrive. 

I cannot get into the game, but 
possibly younger players or those 
new to the hobby will find more to 
enjoy in it. 



Shattered Worfdis basically about 
moving a small number of units 
around a hexagonal map of hexes 
(!), searching for crystals to return 
to your tentralith (command 
module) and fighting units and 
monsters you come across. You 
automatical Jy fight all other players 
as you meet them, except those 
you have declared as all ies on your 
order sheet, 

Conflict with other players is 
simple, on a stacking algorithm: 
the more units you have on a hex, 
the more power you have, and 
some units being more powerful 
than others. Battle reports are 
felrty simple, giving the types of 
units and their owner, 

Fighting with monsters is 



similar, but the problem here Is 
there's no information when the 
battle Is lost. For example, a battle 
with a monster which you lose will 
appear on your printout simply as 
'Your unit commanded by . . . 
has been destroyed by a monster 1 
- no Information is given as to 
where on the unifs course It 
happened. The GM's explanation 
is that when your unit is destroyed 
all communication is lost; but this 
seems something of a cop-out. My 
first confrontation with a monster 
was in the middle of a desert and 
I'm sure my unit commander 
would have been able to see 
anything coming which was large 
enough to destroy him and his 
radio! 

Not much else happens in 
Shattered World. All you can do is 
move your units around and 
explore, build new units, collect 
crystals and fight with monsters 
and other players. Diplomatically, 
you can send a message through 
game control to any player by Just 
sending it to a player number or 
name (they re all listed at the top of 
the tumsheets). This seems at 
odds with reality - I would have 
thought that having to know the 
player's name through a game 
meeting would be a far better 
system. 

I'll end with a few thoughts on 
the game. It has one basic 
problem; it's boring! I only took 
about S minutes for each turn - 
there just isn't enough to do. 
Normally when I know there's a 
tumsheet for a game due in my 
mailbag I'm dying to get home tc 
open it up and see how I've done, 
but with Shattered World I just 
wasn't that interested. In a pile of 
post it would be put at the bottom 
to be opened after the interesting 
bits. 

The standard price is £1 ,50 per 
turn - for that money I expect a far 
better game, and there are 
cheaper games around which give 
a much better deal, 

At first I thought Shattered 
World might be a good game to 
introduce beginners to PBM, but 



after three turns I gave even that 
notion up. Shattered World just 
doesn't give an Idea of the 
addictive quality of the hobby, and 
would probably put off any 
potential PBMers. the Shattered 
Wortd idea has possibilities but 
they Just haven 1 been developed 
into a worthwhile game. 

Ml 

Setup and two turns in Shattered 
World costs ES and further turns 
cost £1.50 each. Contact Jade 
Games , PO Box 54, Sovthsea, 
Hampshire P04 ONA. 

WRITE A 
REVIEW 

IF you'd like to review a PBM game 
for CRASH, anonymously, send 
your name and address on a 
postcard to: Brandon 
Kavanagh's PBM Mailbox, 
Readers' Reviews, CRASH, PO 
Box 10, Ludlow^ Shropshire, 
SYS1DB and we'll try to find a 
game tor you. 

You will not be charged to play 
it but will be expected to produce 
neatly- written or typed, coherent 
reports. 

This is what reviewing involves: 

1 When you first receive the 
startup package, jot down what 
you think of if, 

2 When you start playing, make a 
note of your first thoughts of the 
game. 

3 After five turns, send CRASH a 
review about as long as those 
this month. Summarise 
everything you jotted down 
when you started, whether or 
not your thoughts turned out to 
be true, and make any 
comments you'd like to on the 
game (diplomacy, GM Quality - 
anything?). And include a brief 
explanation of what the game is 
about. 

4 Cany on playing the game, 
making notes of your progress 
and any praise or criticisms you 
feel like. 

5 After a further five turns write to 
CRASH again, saying just what 
you think of the game as it has 
developed. If you wish to stop 



playing you can do so now - but 
say why you no longer wish to 
play! Basically, this second 
review should expand on any 
ideas you had in your first review 
and comment upon the game's 
development. 

6 Continue playing the game, 
letting CRASH know in a letter 
every now and then how you are 
getting on (perhaps you could 
send in an update on every 
turn?) 

7 When the game ends for you, 
send CRASH a details report on 
just how you enjoyed the game, 
what you did. what It's about, 
whether you would play again, 
and whatever else you feel is 
relevant. 

SPECIAL 

STARTUP 

OFFER 

SOMEONE 'S got a sweet tooth at 
Vengeance Games - and they're 
offering a free startup in any of its 
four games to the first five CRASH 
readers who send a packet of 
mints to the company! The 
start ups are worth £1 0 and include 
setup and three turns. 

World Of Vengeance is set in 
Britain after a massive disaster, 
where tribes of semisavages 
scavenge the desolate landscape 
trying to regain technological 
power supremacy over other 
tribes. The player leads a tribe 
through the very detailed game. 
Turns cost £2 each, 

Where Lies The Power is 
probably suited to the more 
mature, creative player -you need 
to be a good diplomat and a 
convincing liar! The object is to 
work your way up through a feudal 
political system ruling a vast 
empire, but you can approach the 
task in many different ways: be a 
peaceful talker or a power-mad 
invader, it's up to you. Turns cost 
£1.75 each, 

Orion's Finger is an SF role- 
playing game in which you first 
design your three characters from 
a menu system. There are seven 
strange worlds to adventure 
through, and judging by the 
rulebook the game seems quite 
imaginative - another one for the 
thinkers. It's £2.25 per turn. 

And El Presinente is a political 
game for 40 players: a struggle for 
justice, truth and serf-interest on a 
war-torn island. Meddlers in the 
politics of your nation include the 
CIA and the KGB . . . and turns 
cost £1.50 each. 

Vengeance Games points out 
that turns in all five cost 25p extra 
for players In continental Europe 
and 50p for players in the USA and 
Australia. And some startups may 
be delayed till enough people have 
joined. 

Send your mints or inquiries to 
Vengeance Games, 57 George 
Street Aftofts, West Yorkshire. 
enclosing a stamped self- 
addressed envelope. 
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M1CR 0 GAMES ACTJON 



GREAT NEW AGGIE 
BUYS AT GREAT NEW 
AGGIE PRICES 



FIREFLY GARFIELD 

Special FX £6,40 cassette, £11.95 disk The Edge £7.20 

(was E7.95/E1 4.S5) (was £8.99} 

NORTHSTAR PLATOON 

Gremlin Graphics £6.40 cassette. £1 0.40 disk Ocean £7.95 

(was £7.99 /El 2. 99) (wa»CS.95) 




AND THEN THERE'S. 

ACE 2 Cascade Games E750MKI. £7.95 <1 28K) 
ALIENS {US VERSmStecnt EJnsams £7.99 



BUDGET BREAKS 



Buy THREE El. 9 9 games 
and GET ONE £1 .99 
gams FREEI 

£1.99 GAMES 

AGENT XHMaslertrvm 

BMXKIDZ Firebird 

GIZZK Code Masters 

GOOD U/C* Top Ten Hrts 

KIKSTMT2 Enteftainmenl USA 

LOS ANGELES SWA T Entertain mem USA 

JWEfflirV Firebird 

MCROBALL Alternative Software 
JWflrTcpTen Hrts 

SCUMBALL BulkJoc 

HEffBTOlf S/Wt/W fOfl Top Tefi Hte 



Buy THREE €2.99 games 
and GET ONE £2.99 
game FREE! 



£2.99 GAMES 

DRAUGHTSQENWSHxM 
ENERGV WARRIOR UAD.X 
LAZER WHEEL MA D. 
LEVEL 5 MAD. 
MOTOS MAD, 

Sir.i Bug-Byte 
UCJH. MAD, 
H6U7 CAflS Firebird Silver 



PLEASE NOTE: this otter Is subject only To 
the dbcourrla detailed ebova; othar 
I Oatoountt mofi « CRASH ftybaertbais 1 



Mail Ord*r bulfc-buytnu. discount* do r 
y to oame* »H through tW« offer. 



hs." 



Issues 43, 44. 45, 46, 47 and *S of CRASH, 
and moat n available, out CRASH cannot 
yuartntim tftat thair ar* ready yet. tf in 
doubt give Aggte <alias Carol Kinaay)a rtng 
On |DBH| BeSO to find out whether the daisy 
wtit be iongar than 28 daya. 



WMWST4flfluSGok)ffi.40 
CALIFORNIA GAMES US Gild £6 4J 
G4F74WAM0NQIGO! E6.4D 
CICTEfl * SftMfrTMapc B,1bs £7.20 
COMPf«D«AMGr!PrJirE«.40 

OWE If Won fores M,40 
KA7H0*QL0*YCftLi-nQ 

OftJiLffl Irosntiw Cl 1.96 WKfle. £1 4 40 dok 

DflUW?«Fira&j<S£]6.40 

£TTPn 5 rn£7.95 

RRETRAP Beclrc Dreams £7.99 

Ft VWG SWAWFf eord £&.« 

G4i4CTC G4AIES Achv.ycn E7 99 

GAPr UHtWS SUPER STAB SOQCE flK 40 

<WMPr7ltTltfUSGoW[S.40 

fflirjtWOcean £t 40 

fiWWMicrcPrcfi? E7JB CBMit* E 10.40 *t* 

THE HUNT FOR RED IX >HWIUl-J Slam (1 1 J9S 

nTSTFfltt Scnwara Pnaiects £6.40 

W* System 3 £7.99 

MSBEOUTflHiTte Esse £7.20 

JWttTWflWWK;Rll7 23 

Ar«^,T*4WeAcrr^,£7 99 

naW0NCWttM£ltJS 

THE KRYPTON FACTQRVJ Games £6.« 

M4DBAtlSQcaar Efi.40 cassette, E1 1 .96 ask 

MASTERS OF THE UNIVERSE - TTnTMOWFGremtn GrapDcs C6.4J 

MASKH Gr emki ^raphes £6.40 

AaUUOHewunC640 

NtQ£L kMNSEWS QfMND PRIX Matter, t? 99 

OUT OF THIS HUflUlfeaHv E7 2C 

WTAUMUSGadEB.4D 

mUVTIWaUB Ocean C&40 

WW«fl4SUSElBCBnnH: Arts E72D cassette. E 1 1 &div 

RAMPAGE Achvison £7.» 

flOLLTW mMChWs SOW £&*0 

SALAMANDE ft Konann £6.441 

SCffUWf SVirgin Games E7 95 cassette £1 1 3S dish 

STFEFT H*£^Me«Murw House E6 *C 

StDEWALK hlogrames £7.95 

*TOl«aft90awi£7JG 

TFTfUSMnvrsoh E6.40 cassette. E 10.40 dis* 

TOUR 0€ FORCE Gr emin £6.40 

mANTOR - THE L4ST STORNTRQQPEfl GO' £6.40 

WWTFfl Oi rTHPIlAOTynsKrfl E6 40 

PatlMUCkaanGMS 

«iC!v7WI*C€C6.40 



SPECIAL DISCOUNT OFFER 

I would like to order the following game(s) as they're at such fab and 
groovy prices thanks to Aggie's sudden burst of generosity. IVe listed 
betow what I would like and I've enclosed a cheque or postal order for 
the correct amount, made payable to NEWSF1ELD LIMITED. 

Prices include postage, packing and VAT in the UK. Overseas Orders; 
please add £1.00 per order for Europe, and £1 .50 (normal mail) or £2.50 
(air mail) pec order for all other countries. 

Name 

Address - 



Postcode 



PLEASE DEBIT MY VISA/ACCESS ACCOUNT E 



I wrath to pay by Viu/Accasi (dfttata as applicable) 
34gnatura 



Expiry Date 



Ptaasa Charge My Account No: 



MAIL ORDER, PO BOX 20, LUDLOW, 
SHROPSHIRE SYS 108 



FULL-PRICE GAMES 




TITLE 


PRICE 
















SUBTOTAL C 


BUDGET GAMES 




TITLE 


PRICE 
















SUBTOTAL £ 


FREE BUDGET GAMES 










P&P included 


TOTAL - 
PAYMENT 
ENCLOSED £ 



• 

lir 





► it's certainly a month with a 
foreign flavour - after trie Belgian 
soundtrack cover comes a cat 
from Scandinavia! ken Slrom ot 
Ashammer in Sweden sent in this 
monochrome Garfield ... yet 
another version of the much- 
exploited mog {and something 
tells me there's a catty bit on page 



► Another hit ot cartooning fun from N&ksn stiom of Sweden - this time it's 
Gaston, And what a jolly chap he is too . , 





► Battle, this month's second screen tram MarKOtway, is quite different from 
his other - colourful, cheerful and On The Screen! 



NEW PRIZES 

WE'RE changing On The Screen a bit. Because there" ve been so 
many problems with artists not receiving the screen dumps of their 
printed work, there'll be a software prize instead. {Of course, people 
whose work was printed In previous issues will still get their framed 
and mounted screen dumps from Rainbird.) 

Every month , ttie top prizewinner (the person who sends in the best 
screen, not necessarily the most!) gets E40 of software of hrs choice 
- and everyone else who has a screen printed gets not only fame but 
fortune too, with £10 worth of software. 

But just to make things confusing, ail the On The Screen prizes will 
be £60 worth of software next month - so get your SCREENS in very 
fasti (in fact, all prizes offered in this issue have been increased to £50 
-it's the Golden something.) 

Don't forget to include with your tape/disk a list of software that 
you'd like if your screen gets printed, And if you don't want me to keep 
your JVC-AD9QFX120us chrome high-bias megatape, you must send 
an SAEl 

Keep your ego happy and your software collection bulging; send 
your screen dumps to MIKE DUNN, ON THE SCREEN, CRASH, 
PQ Box 10, Ludiow, Shropshire SY8 tQB 
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THE PRICE OF MAGIC 



Programmer ANTHONY BAILEY finds 
adventure-writing made easy in the utilities CAC 
and PAW- which produce those good, cheap 
home-grown games 



On the Spectrum 
adventure scene, 
1987 was a lean y ear 
with few major 
releases. Games 
milling more than £3 were rare, 
and even the ubiquitous budget 
range was outnumbered by a 
mass of mail order home-grown 
software* The commercial 
releases were distinguishable 
only by their packaging and 
sometimes their graph ics, but the 
quality of ideas and writing to be 
found in the best home-grown 
adventures was of a very high 
standard. 

The reason for this 
preponderance of good software 
is that adventure utilities have at 
last come of age r allowing many 
amateurs to produce a 
professional- looking adventure, 
Of course, if you want to write 
something worth playing, you'll 
still need a flair for atmospheric 
prose and a good imagination! 

This article compares the two 
major ad venture- writing utilities, 
those awkward-sounding 
acronyms CAC and PA W 
(Incentive's Graphic Adventure 
Creator an6 Gilsoft's Professional 
Adventure- Writer >. 



ARTISTIC LICENCE 

If you've used any of the so-called 
'arcade-game generators' you'll 
no doubt have noticed that all 
they really let you do is alter 
movement patterns, graphics and 
the map of a game rather than 
allow you to design anything 
really innovative or different. But 
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there's much more freedom in 
what you can do with an 
adventure creator* Though 
Gilsoft's The Quit! tends to 
produce adventures with a rather 
cloned appearance, CAC and 
PAW offer the user more 
opportunity to change the look 
and style of the game- 
Most adventures can be 
divided into three main 
segments. There is a database 
which contains such things as all 
the text describing locations and 
objects, and the messages and 
vocabulary. There's a parser 
which allows the player to type in 
a command and tnen decodes the 
input. And there's an interpreter: 
th is is the heart of the ad ventu re, 
where the computer examines 
the player's input and works out 

* Incentive used tts own GA C tut The 
Legend at Apache Gold, released a 
year ago 



what messages or location 
descriptions should he output. 
Essentially, the interpreter is the 
part which handles the exchange 
of information between the 
player and the computer, 

When a programmer writes an 
ad ventu re from scratch, he has to 
write the parser and interpreter 
in machine code. Now with an 
adventure-creator there is no 
need to write any code - the 
utility supplies the parser, 
provides the bare bones of the 
interpreter and then allows you 
to describe the rest of it in terms 
of English words and expressions. 
For example, with PAWxi you 



want something to happen only 
when the player is carrying a 
certain object you use the word 
CARRIED. In effect you are using 
a very simple and user-friendly 
programming language. 

PA Wand GA Care both rather 
good adventure creators and 
both deserved the Smashes they 
received when reviewed in 
CRASH (in Issues 40 and 32 
respectively)* And they cost the 
same: £22.95 on cassette, £27,95 
on microdrive {there's now a +3 
disk version of PA Was well). 

But which utility is more 
useful. 
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PA Wis probably the best utility 
ever for the Spectrum 



SUCK AND SIMILAR 

The packages are similar. Their 
presentation tries hard to justify 
the apparently high price las;; a 
single cassette wallows in a huge 
plastic case. The cassette 
contains the main program and a 
quick start' database with some 
basic vocabulary command, 
along with short but impressive 
demonstration games, and in 
PAW p s case some alternative 
character sets. 

I J AC has a well-written, 
informative, detailed manual; the 
two PA IV manuals are excellently 
written, with straightforward, 
chatty prose in the introduction 
and further detail and a reference 
section in the technical guide. So 
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the new user should have no 
problem gel ting to grips with the 
utilities straight away, 

PA Wallows 1 6K of program to 
be written straight off, and from 
then on it will overwrite parts of 
ftseJf which are automatically 
reloaded front tape if they are 
required again* Tnis technique 
allows another 1 1 K of space to be 
used (giving a total of 17 K per 
game). And if you have a I 28K 
Spectrum PAW takes full 
advantage of the extra memory 
and lets you write a massive 1 1 7K 
adventure! 

But CAC games sit complete in 
memory, giving you about 2 3K of 
free memory to write in. But 
Incentive doesn't plan lo release 
a 1 2SK version of CACm the near 
future. 

There's a simple menu at 
CACs front end; selecting an 
option from this takes you 
through a series of question -and- 
answer inputs. Pressing BREAK 
takes you bac k to the main menu 
again. 

The PA Wsystem of menus and 
submenus wrfl be familiar to users 
of The Quitl. Both systems are 
user-friendly, though PA W 
scores by allowing the author to 
view a scrolling list of all the 
entries made; CAC will only 
display ihem individually. 

ADVANCED PARSERS 

Both utilities have advanced 
parsers which allow sentences 
with up to Iwo nouns, a verb, an 
adverb and a preposition. These 
sentences can be chained with 
conjunctions or punctuation to 
create realty complex 
commands. 

And both programs will 
recognise IT, so GET RING AND 
WEAR IT is catered for. RAW 
allows you to qualify a noun with 
an adjective, so the finished game 
can differentiate between OPEN 
RED DOOR WITH SMALL KEY 
and OPEN GREEN DOOR WITH 
LARGE KEY, 

CAC splits vocabulary into 
three categories; verbs, nouns 
and adverbs/prepositions. Up to 
255 words are allowed in each 
category, and as many as you 
desire can be synonyms (for 
example, GET and TAKE can be 
treated by the parser as the same 
word). 

PAW is similar, but subdivides 
the vocabulary into seven 
categories: verbs, nouns, 
adjectives, adverbs, prepositions, 
conjunctions and pronouns. 
Again 255 of each type are 
possible. And PA Wtreatsthe first 
20 nouns in its vocabulary as 
'conversion nouns': in other 
words, NORTH (noun 4) is 
treated as a noun in the command 
LOOK NORTH, but is converted 
1o a verb if entered on its own. 
Nouns t -50 are not recognised 
by IT - so as Jong as the author 
plans the vocabulary correctly, 



when the player types GET 
5 WO R D AND ATT AC K GOB LI N 
WITH IT PAW will spot lhal IT 
refers to the sword and not the 
goblin. 

LOCATIONS 

CA C can cope with up to 9,999 
locations but PA Wean only 
manage 252; still, this should be 
sufficient even for a 1 28K 
creation. CAC oners 255 
messages for the author's use; 
PA Wallows these messages, loo, 
and also has another 25 5 system 
messages. Some of these are used 
by the interpreter and can be 
altered, but most are free for the 
use of the programmer. 

UscMriendly adventures 
require a bt ot messages and the 
writer of a large adventure may 
well find himself pushed lor 
space. 

Up to 255 obfects can be 
implemented with both utilities. 
Commend ably, both CAC and 
PA Wlet you define the weight of 
each object - thus a chest of 
treasure can take up more space 
than an apple does in the player's 
inventory. 

And to ease the creation of 
automatic get drop- wear 
remove commands, PA Wastes 
the aulhor which vocabulary 
noun and adjective correspond 
to each object, and also inquires 
whether il is wearable, a 
container, or both. 



GRAPHICS 

Your adventure can be text-only, 
or use graphics; CAC his a fixed 
picture si*e, but PA Wis more 
flexible and allows pictures of 
any size. And in PAW some te*t 
ca n be kept onscreen while of her 
text scrolls beneath it. If you feel 
ambitious, and you have memory 
lo burn, you could use pictures 
created with art utilities in PAW 
by calli ng an outside routi ne wiih 
the EXTERN command! 

Anyway, reasonably good 
graph it s can be simply produced 
with both systems. They employ 
the 'drawstring' technique, all 
illustrations are stored as a list of 
the commands that were used to 
create them . 

The pictures are basically 
formed by drawing and filling 
shapes. Both packages offer 
'elastic' lines, and CAC goes one 
better with a facility for elastic 
rectangles and ellipses. But GAC 
hai only two fill patterns; PAW 
offers 1 5 user-definable shades 
and the ability to create extra 
character sets, definable on the 
utility's character-generator (it's 
rather cumbersome and art 
utilities are easier to use). 

Pictures can be called as 
subroutines (which can be 
scaled, hi the case of PAW) so 
that repetitive illustrations take 



up very little of that precious 
memory, 

TESTING 

When it comes to testing out the 
adventure, both GAC and PA W 
have useful options which allow 
I he user lo Calamine the statu* of 
the various Hags and program 
coun ters during play. This is great 
for debugging. 

PA Wallows experienced users 
to manually change the values of 
these flags in the middle of a test. 
GAChas 2 56 on/off switches and 
1 28 variables that can hold 
values ranging from 0 to 255; 
PA Wjust has 256 such variables. 

Naturally, all the normal 
facilities such as saving and 
loading the database and 
checking on the amount of 
memory left, are available on 
both programs. PA IVabo has a 
superb text-compressor which 
replaces common combinations 
of letters with single bytes in 
memory and effectively gives you 
40% extra text space - great for 
w riling 48 K games. 



TABLE MANNERS 

The meal of the finished 
adventure is the set of tables of 
instructions and commands 
which deal with all the inputs and 
actions of the player. CA Coffers 
three types of table: high- 
priority, low-priorily and local 
conditions* 

The high -prior ily table is 
checked first of all; in play, thai \ 
where the program checks 
whether the player is in darkness, 
for example. Low-priority 
conditions include such things as 
responses for GETting an object, 
and local cond itions apply only to 
specific locations; OPENinga 
DOOR would be covered in I he 
local -conditions table, for 
instance. 

Each table consists of a 
sequence of fines with a format of 

IF (conditions) (actions) END 
so a typical line might read: 
' IF ( VERS (18 ) AND f NOUN ( 
50 ) OR NOUN < 51 > > J MESS ( 
20 ) WAIT END ' 
which gives the conditions the 
look of a simple programming 
language. 

It's a shame that syntax errors 
within a line are not highlighted, 
and that only one line tan be 
viewed at a time -once programs 
gel complex this makes 
debugging rather awkward. But 
CACh flexible in that all 
numbers can be replaced wiih 
arguments such as the contents 
of a certain flag or a random 
number; this allows you to 
implement such things as random 
messages. The CONN condition 
(equivalent to MOVE in PAW) is 
especially useful. 



PAW TABLES 

PAW r s approach has some 
differences. Two types of table 
are used, response and process, 
and each entry consists of a verb 
and a noun (which can be set to 
nulls) followed by a series of 
'condacts'-Gifsoff's jargon for a 
mixture of conditions and 
actions. 

In a response table, PA w looks 
for a match between the player's 
inpul and the verb and noun and 
then carries out those entries. 
Unlike CAC, PAW caters for 
entries fur GETting, DROPping, 
WEARing and REMOVing objects 
as well as for CET ALL, DROP 
ALL, WEAR ALL and REMOVE 
ALL. 

The condacts are rather more 
varied than their GAC 
counterparts, with commands 
such as EXTERN (which allows 
you (o call BASIC and machine- 
code routines from within PAW 
), RESET (which helps in the 
creation of multipart games), 
PARSE (which decodes anylhing 
within quotes m terms of a new 
command), TIMCOUT (allows 
the computer to animate 
graphics or move around game 
characters whilst the player is 
thinking), PUTIN and TAKEOUT 
ffor dealing with putting objects 
within one another; PAW 
calculates the true weight of a 
container), and a very powerful 
DOALL command (which allows 
the author to implement his own 
ALL and ALL EXCEPT 
commands). Some of these 
facilities can be simulated with 
GAC, but PA Wmakes everyth ing 
elegantly simple. 

The process tables operate in 
(he same way, but (he verb and 
noun are used simply as a label 
for the author's own reference. 
Process 1 is called every time a 
location is described, and is the 
equivalent of the CAC high- 
priority table. Process 2 is called 
after every input or timeout, and 
this is where events beyond the 
player's control take puce. 

The best facility of all is PAW's 
ability to create another 253 
subprocesses, which can then be 
called as subroutines from 
response or process tables. Call* 
can be nested up to ten levels, 
and the processes can even call 
be recursive (call themselves). 
Sensibly used, this facility 
contributes to programs which 
are beautifully structured and 
hence easy (o debug and alter, 

WHICH? 

CAC is an excellent utility. Bui if 
you haven't got yourself an 
adventure creator (and if not why 
not? - they're tremendous fun!) 
the flexible and friendly PAW is 
(he one to go for. I f 's probably t he 
best utility ever written on a 
Spectrum and il should turn the 
adventuring work! head over 
heels. 
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THE RAVEN 

Eighth Day Software, £5,50 



1 



Holmes learns more of the doctor 
and his work. 

Bur soon after Holmes reaches 
Ihe doctor's home, murder is 
committed. And the seeds of 



Well- known mail -order 
software house 
Eighth Day is launching 
a new tine in adventures this 
month. But the new Detective 
Tales series from the Wirral 
software house is, sadly, only for 
1 28K adventurers at the moment 
- and here's why. 

The first game in the series, The 
Ra\en, features the inimitable 
Sherlock Holmes - and as the 
famous Victorian detective you 
must solve a complicated 
mystery* 

An invitation from that 
eminent though controversial 
physician of the criminally 
insane, Doctor Vybcs, leads the 
master investigator to a small and 
remote English village just as 
darkness is about to fall. 
There F in a quiet bookshop. 



► The strange case of the bad Vybes; 77re Raven 




^* 




f\ gateway 



the r e is an old well, 
leads south, 
Holnes oavi see a cloaked 
stranger . 

The cloaked stranger seetAs to 
vanish . 

< HE GOT AM AY* 



confusion are sown as Holmes 
searches for the real villain of the 
piece, avoiding obvious 
conclusions and attempting not 
to become a corpse himself. 

The Ri)ven t written using 
Cilsoft's HAW, recognises not 
only the standard verb -and -noun 
combinations but also adverbs 
and prepositions. Words can 
often be abbreviated^ and the 
vocabulary is fairly flexible P 
supporting both SEARCH and 
EXAMINE commands. Every 
character remembers what you 
have done - one even fa&s a 10K 
memory! 

Each location is graphically 
illustrated, and the text 
descriptions are atmospheric and 
informative. 

The Raven is extremely 
sophisticated and brings together 
all the humourous and horrible 
elements of the 19th century. 
Order il from Eighth Dpy 
Software, 18 Ftaxhitl, Moretun, 
Wirnif, Mersey side 146 7UH. 



OVERALL 



04% 



FOOTBALL FRENZY 

Alternative Software £1.99 



} 



The trials and lobulations of 
frKitball management could 
test the resolve and skills of 
even the most hardened First 
Division pro- But in football 
Frenzy you are the manager of 
small Grimesditch Rangers, and 



► Really strategy?: fovtbaftF rerwy 



getting your club to the Cup Final 
is just Ihe beginning of an 
awesome task. 

It's three days before the big 
match, but to get your team and 
players there you have lo pay 
some very large bills. And if 
they're not met fairly promptly 
your club could find itself 
without electricity, the water 
supply dribbling to a iridic, the 
players left without any clean kit, 
ana no club literature printed- 



Football Frenzy has a fairly 
large vocabulary, including such 
subtle commands as 
GESTICULATE. KISS, GROPE, 
UNDRESS and LAY instructions 
holding entertainment potential 
- once used, though, they lead 
nowhere. 

Really it requires lots of sharp 
thinking, and plenty of restraint 
when it comes to spending Ihe 
club's money. But after the visual 
appeal has worn off, Football 
Frenzy is revealed as a very 
repetitive strategy (not really 
ao venture) game. 



OVERALL 39% 



STIFFLIP 
LOOSENED 



Stiff tip & Co adventurer DA VI D 
OWENS of Ivy bridge sent in this 
part solution to the Issue 44 
Smash, If anyone can get past the 
swamp we'd all be glad to heart 

MissPrimbottom . . . takemaUh 
from Stiff hp. North* east, tie 
thread to rope. Pull thread, buy 
jar, pick up circular. West, south, 
west, west, west. Climb tree, 
untie knotted rope t o get rid of 
rope trap. Pick up hanging vine, 
jump, pick up hanging vine again, 
Jump, pick up crystal, ctimb vine. 
Light match ana circular- Put 
circ ular in bee hive* Put honey in 
jar. Jump twice. Pick up reed. 
South, east, give reed to Stifflip* 
Give hair* tip and crystal to 
Braindeath. 

Vkcount Stifflip , . . cut reed 
and give wireless to Braindeath. 
North, east, buy box. West, 
south, west, north, west, down. 
Blow down reed- Ctimb snake. 

Professor Braindeath ... 
open wireless, put crystal and 
haintip in wireless. Close 
wireless. North, east. Cive 
wireless to barman. Pick up 
rubber glove and calling card. 
West, south, west, north, west, 
down. Ctimb snake. 

Colonel Bargie . . . west, west, 
pick up salt deposit. North, 
down, climb snake. 

Miss Primbottom * , . west, 
give honey to monkey. Take 
banana (mm monkey. North, 
west, down. Climb snake. 




I Cfcv*> 

•:j||jElliC> 



now 



rem mine 



vo » ce 
Mifrfr 



#t once." Miftt Jo 
Uh6 1 now-?cotrrfe here 
Perdon*? 

Uh*t now?fcit on my 



S6 JO! 

uonefe 



O.K. 
Uh*t 



now*?* it on 



knee 
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I AT J. 

/ Bug Byte £2.99 



A supercomputer gone wild 
is Ihe starting point for 
Bug Byte's two-part S 7"./.. 
The mighty machine AROC has 
been attacked and damaged, and 
in response sets up a series of 
defence systems around itself. 

Even an incompetent washing- 
machine repairman ought lo be 
able to get through and mend the 
mutilated microchips - but an 
improbability storm has left 
AROC with premature senile 
dementia, and getting through to 
this computer's confused systems 
is going to be no easy task. 

The repairman's mission 
begins in a plane. Items such as a 
locked briefcase, a golden key, 
walking stick and parachute can 
all he picked up. Bui what should 
be taken and what should be left 
to ensure a safe jump? 



i 

Once on lerra firma, the 
mechanic hero must wend his 
way through countryside and 
streets gathering the equipment 
he needs as he goes - and 
avoiding menaces such as 
werewolves, The final challenge 
is to actually repair AROC. 

S. T.I, is an example of how 
original presentation can 
transform an above-average 
game into an excelfenl one. There 
are loads of locations to explore, 
and a wealth of humorous, 
informative text enriching ihrm. 
It's a reasonably complex game, 
with plenty of objects to collect 
and puzzles to solve, but basically 
it's in a straightforward 
adventure format - though none 
the worse for that. 

The vocabulary is good, and 
5. T.L is very quick to respond; it 
has an interesting scenario and is 
brilliantly cynical. Bug Byte 



brands Ihis 'sue h a vulgar, low- 
class adventure', but il plainly 
isn't! 

OVERALL 80% 

► Between AROC and a hard 
place: S U 



♦GET RUU 

j n o u have Uit b r & n d - n e w cr fish 
helnei. 

I now have the sna L l green booh, 
I nou have ihe locked brie f case. 
I now have.- the golden fcey. 
1 now have the pocket cassette 
recorder . 

I rrOil have the i/ooden d'aUino 
s l i c L , 

I now have the silver nuggets* 
I now have the pair of glasses. 
Uhat now? 
«D 

Bravely, I Leap f r o ri. the plane. 
Bravely , 1 reach for the 
ripcord. Brave m , I eras hi into 
the ground at several hundred 
in p h as I u:as carrying too much. 
You have UKen £ turns. 
Another go? 
m O 




BOARDED 



In Issue 4fi*s iip routine line 60 
should have read: 

60 DATA 33,0,0,237,66,229, 
197,63,10,0 



We were inundated whh 
solutions for SinbadAnd 
The Golden Ship. Thanks go 
to MARCO PORTEUSof 
Derby; MARK STEVENS of 
Stourport-On-Severn; 
Liverpudlian PAUL 
VALENTINE; JOSEPH 
MC NAM AHA of Oevebnd; 
GRAHAM HAW nf South 
Shields; JUNE ROWE of 
Laurvceston; and DENNIS 
FRANCOME of 
Dunnington, Yorkshire, 
whose solution is printed 
here. 

Swim north to ship and 
climb aboard. Search the 
ship, find and take the rope. 
Co east to captain's cabin, 
get map, read map. Upstairs 



to wheel and steer ship east 
t wice to island. 

Dive overboard and swim 
east, Co south. Find and 
examine chest. Get axe. Hit 
fock with axe. Open ches t 
and set iamp. Continue 
south and help old man past 
the quicksand. Continue rn 
steps and dump old man by 
entering water. Co east and 
climb up to castle. Lower 
drawbridge by striking gong 
with axe. To overcome 
dragon, examine cottar and 
stone. Cut chain with axe. 

The castle is a maze of 
rooms. Find a red gem and 
lake it lo room with iron 
cage. Strike skeleton with 
axe to overcome it. The 
wizard appears. Enter and 
examine cage. Get loose bar 
and throw at the wizard. 
Pick up all your treasures. 
Take the orb, descend stairs 
and enter the caves. Vow 
should have so far collected 
a rope, a lamp, a gem, and 
orb and an axe. 

Read spell on wail (this 
releases the genie of the 
lamp). Kit! the genie by 
Striking the lamp with the 
axe. Get the key which is in 
the tamp. Exit caves to the 
valley. 

Examine snake. Examine 
tongue and tie rope to it. Pull 
rope and get gem. At 
Lodestone Mountain drop 
all metal objects, or the roc 
wilt have you. 

Enter cave. Continue to 
take. Dive down and swim 
east. Swim up. Find horse. 
Lasso, ride and examine 
horse. Take the gem and 



swim ashore. Find locked 
door. Unlock it with the key. 
Enter caves. 

Find idol. Examine idol. 
Examine hand, Put gems in 
rings. Get gems. Get flask. 
Carry all gems in the flask if 
required. 

At ravine, climb down 
rope. Then climb up rope to 
beam. Co east. Co down 
steps, Cfimb stairs after 
meeting ogre. Go west onto 
beam and down rope. East 
onto ledge. Examine wall 
and wipe slime. Open door. 
Go east and continue to 
shore and then to take. 

Swim east to Golden Ship. 
Climb aboard. Put gems into 
flask. Give flask to Djin. 
When Dim enters flask, trap 
him ana the game- k 
completed. 



Stuck? Triumphant? 
Send your tips and 
queries on adventures 
new and old to 
SIGNSTUMPS, CRASH, 
POBOXW, LUDLOW, 
SHROPSHIRE 
SYS IDS. 

The most interesting 
are published but per- 
sonal replies are not 
possible. 



This month's adventure 
reviews were written by 
DOMINIC. HANDY, 
CORDON HOUGHTON and 
IAN PHILLIPSON 
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NTLINE 



THE ROLE 
RULES 

THE STRATEGY and wargame genre is the only one still offering a 
realistic market for the back-bedroom producer. This month which has 
been dominated by home-grown releases, and next month I'll be 
reviewing another game from a very small concern. The situation comes 
about largely because the flashy packaging and elegant programming 
charactenstic of 1 big business 1 releases cannot, in this type of game, be 
self-justifying. 

Yes. beautiful graphics are aesthetically pleasing, and in a computer 
game - whether arcade or arcade adventure - which seeks to create its 
own world, they can make an important contribution to the game pi ay. 
But in a strategy game, the elements of play are more easily and more 
starkly exposed. 

That's why a simple, straightforward strategy game like this issue's 
Boxing Manager, which uses nothing but sequential text messages and 
very BASIC animation, can be extremely addictive. 

Computer arcade games are like no other game ever invented. But 
strategy and wargames are directly related to games that can be played 
by hand. In this fundamental way: they have to be genuinely well- 
designed to be any fun at all, and physical components do not 
necessarily affect one's enjoyment. And of course computer wargames 
are directly derivative of board wargames, 

This brings up the interesting similarity between the types of game 
which come under the auspices of Frontline, because on the surface a 
'pure' strategy game and a simulation would seem to be different. 

I've never really been into the real wargaming scene, mostly because 
I can't afford to buy regiments in miniature metal and l certainly can t 
afford the time to paint them. But it seems to me - from the outside - that 
the reconstruction of a historical battle Is a genuine objective. 

Board wargames shade slight^ off to the less starkly realistic, probably 
because they tend to recreate large-scale campaigns like the entire 
Second World War or the Normandy landings, and therefore have to 
have more abstract rules. 

But an abundance of rules is a characteristic of simulation games. The 
more the better; as many modifiers as one can imagine, so that one can 



OF 




describe exactly how far a treadless tank could move in heavy rain 
through four feet of mud while shooting at a foot regiment. The objective 
is to pin all reality down with numbers, and it doesn't matter at ail how 
many hours it takes to work out each turn so long as everything is being 
done thoroughly. 

The fun of such a game can often lie not in winning or losing - for if one 
takes the side which lost in a hopeless battle then, unless there's some 
obvious alternative strategy which eluded the generals of the day, history 
is honoured. 

At the opposite extreme are games played with an ordinary pack of 
cards which epitomise the utilitarian medium. After all, there is nothing 
inherently interesting in a pack of playing cards, and though they may be 
beautifully painted most aren't. The impact of a card's design has been 
dulled by long familiarity, and it certainly makes no difference to the 
enjoyment of card games. 

I happen to think that most card games are dull anyway, but bridge 
certainly is not. Bridge is one of the most addictive games known to man 
- particularly when it's rubber rather than duplicate bridge, its rules are 
simple, and it only has two 'screens' {bidding and play), but the strategic 
and social variations possible within its framework make it very difficult 
to give bridge up to eat and sleep. And for another type of mind, the same 
can be said about chess. 

Successful computer strategy games reproduce this combination of 
easy, structured rules and rich strategic variation. Curiously enough, 
traditional games are usually extremely boring when translated literally 
to the computer; without human interaction, they seem pale. What works 
instead is ' computer interaction ' - but the framework remains the same. 

Computer wargames may have complex simulation-type rules, but 
because modifiers ana calcula?ions to put them into effect are done 
invisibly by the computer the emphasis has to be on a simple rule 
framework. A computer wargame which allowed the player no chance of 
winning at all (perhaps a successful spoof compilation could be Six 
Hopeless Historical Battles?) would satisfy no-one. 



BOXING MANAGER 

Producer: Willysoft UK, 36 Walton Avenue, Windmill 
Lane, Sneinton, Nottingham NQ32BS 

Author: Ian Will tains 

Price: £2.95 (mail order from producer) 



Boxing is being knocked Into 
disrepute, even in the 
establishment which has 
traditionally supported it: oniy a 
few months ago, it was formally 
ousted from the timetable of one 
distinguished public school And 
medical experts are forever 
producing reports which describe 
the effects of being repeatedly hit 
on the head. 

Though this game is exactly 
what its name implies - a 
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straightforward management 
game in the classic pattern of 
Football Manager- author Ian 
Williams espouses antiboxing 
views. He decided to write it after 
seeing Barry McGuigan knocked 
senseless defending his title at 
Caesar' s Palace , to make the poi nt 
t ha t box i ng is a barbaric 1 sport 1 
that 'leaves grown men with the 
vocabulary of a four-year-old'. 

But what Williams has produced 
-as he himseif ruefully admits- is 



a fiercely addictive game which 
entirely fails to put its moral 
across. And whatever one's view 
on boxing, this is probably just as 
well; a game which is balanced on 
a soap box is rarely much fun to 
play. 

Boxing Managerputs the player 
in charge of a single boxer (whom 
you can name). He has five 
characteristics: strength, stamina, 
skill, image and IQ. 

Strength determines how much 
damage he does to an opponent 
when he hits him. Stamina 
corresponds roughly to ' hit points' 
and is temporarily drained in a 
fight; therefore it affects how long 
he can keep going. A high skill 
rating increases the probability of 
your ooxer hitting his opponent in 
the first place. 

Image is an abstract indication 
of how well-known and respected 



your boxer is - and it is the statistic 
that, ultimately, you are aiming lo 
increase IQ goes down every time 
the boxer is hit on the head, though 
its decrease seems arbitrary. 

The player, as manager, has a 
bank balance which - as always in 
games of the type - dominates the 
gameplay. Severai things cost 
money: unless you own your own 
gymnasium you have to rent one, 
a trainer demands a fixed fee per 
tight, and if the boxer has been 
injured the player is expected to 
shell out for private medical 
treatment. The only way to 
increase money is to win fights, 
and as the boxer's image rises he 
Is offered more lucrative 
engagements. 

The game is played In series of 
rounds, each starting with a menu 
which gives the player the 
opportunity to sack his current 




trainer and hire another one. The 
trainers' abilities are well-known in 
advance - trainer 1 can increase 
the boxer' s scores by 1 point and 
trainer 6 by 6 - though their fees 
per fight vary alarmingly. 

The player can hire and fire 
trainers without compunction, for 
it seems to raise no bad feeling. If 
having graduated to an expensive 
trainer and then lost a lot of money 
the player would like to return to a 
cheaper one. the less able trainer 
displays no unworthy sense of 
pride and is happy to be re- 
employed. The player can also buy 
a gymnasium as a long -term 
investment from the round- 
opening menu; it's fantastically 
expensive, but it generates 
income by opening to the public, 
and at least with a gymnasium you 
don't have to pay regular fees to 
use somebody else's. 

The round continues as two 
opponents are offered for the 
player's boxer. They are each 
given a name and a number, which 
seems to correspond roughly to a 
rating. The player can't see an 
opponent's statistics tilt he's 
chosen him, but the boxer with the 
higher rating is always more 
formidable - sometimes 
considerably so - than the other. 
Fighting him means more prize 
money and greater prestige. 

Before the fight, the trainer gets 
the chance to improve the boxer's 
ratings. The trainer has a fixed 
number of points to distribute, 
according to his fee; the player 
chooses exactly where to spend 
these . You can improve any one of 
the boxer's statistics except 10 
and Image. 

So the points will really start to 
pile up after you've made a lot Of 
money and can afford to hire a 
trainer with plenty to give away. 
Mow I would have thought that if 
one were to train for any physical 
activity the most dramatic 
increase in strength, stamina and 
skill would come at the beginning: 
then a plateau would be reached 
and improvement would come 
more slowly {lots of role-playing 
systems simulate this tapering-off 
in their character advancement 
schemes). 

But in Boxing Manager 
whatever happens to your boxer, 
unless you go bankrupt by losing a 
large number of successive fights, 
you're bound to end up with a 
pretty good fighting force 
eventually. 

The quality of opponents 
increases as the game advances, 
in rough parallel with the boxer's 
own progress, and the length of 
each fight goes from three rounds 
to what seemed to me an indefinite 
number. The player is told before 
the fight gets under way whether 
there is going to be any bonus 
publicity: a fight can be covered in 
the local paper, broadcast on local 
| radio, or featured in the national 
press, and the dizzy height of 
popular achievement is to be 
broadcast on national TV. 

If you win after such a media 
circus, your Image increase is 
much higher. But if you lose, your 
humiliation and Image decrease 
are proportionally greater. 

The fight is dramatised 
onscreen, where the graphics are 
- well - minimalist, Two tiny stick 
insects stand on a boxing 'ring' flt 
looks more like a platform), 
dancing and stabbing at each 




in ttie ring with BASIC: as manager you just sH back and tear your hair 



other. But the blows, when they 
land, really are registered by the 
program. Though the very brief 
instructions don't mention the 
factor, it seems to me that blows 
to specific parts of the body have 
definite values. 

If an Injury like a broken nose 
occurs during the round the player 
is notified, but the afflicted boxer 
soldiers on. A round lasts its time 
limit and at its conclusion the 
player is put back to the boxer's 
statistic screen for the few 
seconds allowed for rest. During 
that time, the boxer's stamina, 
drained during the bout, climbs 
back; but it almost never returns to 
full capacity, instead decreasing 
every time. 

Quite often, one boxer is 
knocked to the ground. 
Sometimes he manages to 
clamber up before the countdown 
from ten reaches zero, but if he 
doesn "t victory automatically goes 
to his opponent. The victorious 
boxer does a dance while the 
program plays the sort of silly and 
gratuitous tune traditionally 



** NIKE 



associated with games like these. 

The fight, far from being a 
horrific condemnation of a 
senselessly violent sport, is great 
fun to watch. Despite its primitive 
BASIC animation it's involving, 
and has the element of spectator 
drama that can only really be 
generated by exactly this (rare) 
type of game. 

You've already made all the 
decisions - nothing you can now 
do will affect the outcome. You 
can only watch, and quietly 
scream encouragement at your 
stick insect. 

Once you've built up your 
boxer's reputation and he's 
getting Into contests lasting as 
long as eight rounds, the fight can 
be slightly too drawn-out But this 
ig not a major criticism: the main 
trouble is that it's almost 
impossible to drag yourself away 
from the game. 



► Morals are on the menu in 

Boxing Manager 



* s. Corner 



STRENGTH: ©/S 



STflHINR : 
SKILL : 



10/10 
CftMEROON 

Rrnie Dubbs 



Rounds Id go: 4 
Prize money: 



Sean O'Nei I 



If the boxer wins, he is awarded 
prize money and his prestige 
grows. The turn ends with a 
breakdown of the past month's 
accounts, and unless you're really 
u nl u cky it ' s easy to make a steady 
profit on the easiest level. If the 
boxer loses, his Image goes down 
and he has no prize money to plug 
the hole in his account left by the 
trainer's fees and other expenses. 

It's not too difficult to see why 
the moral behind the game has no 
impact: the decrease of the 
boxer's IQ is supposed to affect 
his decision-making in the ring but 
has no perceptible effect on the 
play at all - except, I assume, that 
rf it reaches zero then the game is 
terminated. 

So the IQ factor merely imposes 
a 'time limit* against which to pit 
oneself, increasing the soundness 
of the o,ame design. 

Boxing Manager is written in 
BASIC; it's very much a home- 
grown product, in crudely- 
photocopied packaging with the 
minimum of documentation. But 
It's a wonderfully compelling 
strategy game with an addictive 
pull to make up for the lack of 
depth and complexity. There's 
certainly as much to It as to Just 
imagine and Football Manager, 
similar games , and at t h 15 1 0 w price 
it's thoroughly recommended. 

Presentation 74% 

The game runs smoothly, and the 
amateurish language and poor 
packaging don t affect it 

Graphics 60% 

Mostly text, tidily presented; the 
boxing scenes are adequate 



Rules 

There aren't any really . 



46% 



Payability 90% 

Doni start Boxing Manager if 
you've an important appointment, 
meal or sleep pending! 

OVERALL 86% 

Boxing Manager is enjoyable and 
good value, though It fails to make 
its moral point 
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DOMINIC HANDY finds the dot-matrix printer is 
mightier than the sword - at least in the hands of 
hundreds of fanzine editors 



THEJtE'S never been a better 
time for starring your own 
fanzine - cheap desktop- 
publishing packages are 
available for practically any 
computer you can think of (bar me 
Spectrum, which is strangely still 
lacking one). So tf s not surprising that 
the fanzine file has had to be replaced 
by a fanzine drawer to cope with the 
deluge of old and new zNS that's 
arriving at CRASH. 

And it seems Gremlin Graphics has 
the same problem. With over 100 
fanzines on file, Gremlin has had to ask 
zine editors to send a Jrtfy type bag If 
they want to get to grips with review 
copies of Gremlin games! 

Most editors this month are aware 
that the end-ol-year exams are 
looming, and many lanzines are already 
giving apologies just in case the next 
issue is a few months late. Indeed, 
Cheltenham-based Microchip has 
suspended publication Ml exams are 
finished It plans a July relaunch. 



ZAPPED 

First out of the drawer this month is 
Z*pper Little thought is evident In its 
layout and presentation, and the 
reviews, one page per game, are very 
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shallow and not very informative. You 
have to start with something good if 
readers are to want more, 

The first issue of 9-Bit however, 
contains everything the pure arcade- 
games player would want in a fanzine: 
reviews of the latest games, POKEs and 
tips, cnarts and even a competition, 




Sadly, though, the content looks very 
rushed, using at least foot different 
styles of text (LetraseL typewriting, dot 
matrix printing and handwriting), and 
the layout is repetitive and bland. The 
screenshots range from very clearly- 
defined stills to shots that look more 
like smudges than pictures- 



The ratings in 8-Bft are printed muc h 
too large (wasting almost a quarter of 
an A4 page}, and the handwritten 
comments beside them are unhelpful- 
Some good ideas have gone into 8~Btt, 
but the details need more attention. 
Perhaps coedrtorsGlen Stanbridge and 
Charles Heath will have settled on a 
style when the second issue hits the 
streets. 

Lack of consistency is not a fault of 
Maidstone-based Restart Almost 
every half-page review deludes a clear 
screenshot and informative critical 
text, followed by ratings - very simple, 
but very effective. Like most popular 
magazines (and now many fanzines) 
Restart, written by two l^year-olds, 
has a wide range of appealing sections: 
video, book and music reviews, arcade 
news and charts, playing hps, short 
stories, previews ana news 




And one eye-catching idea in Restart 
is previewing a prequel alongside a 
sequel [Sambfack and Bombfack //in 
the issue I saw) 

GREAT COMPUTER 
GRAPHICS 

Somebody must have been playing 
about with the printer at the home of 
Dave Kelsall tn Gartsang, Issues 1 and 
2 of Microphobia are extremely well- 
printed, using excellent computer- 
generated illustrations However, the 
third Issue requires much more effort 
to decipher - and still has no 
screenshots! 

But whoever got playing on AMX 
Stop Press (previously Pagernaker) 
certainly knows what they're doing: the 
i II LSI rat ions are great. 




Mkrophobia includes a strange mix 
of noncomputer sections: a heavy- 
metal page, a horoscope column and 
humorous short stories as well as the 
PBM coverage more closely related to 
computer games, And this school- 
funded fanzine doesn't try to have a 
compr ehenslve re vie ws section - th e re 
R only a handful of reviews In each 
issue, not very many for a fanzine 
covering five formats, But what little is 
said is accurate and readable. 



8- Bit Stonebrtdge, Upperthorpe, 
Westwoodside.. Doncastet DN9 2AQ 
60p per issue, payable to Glen 
Stanbridge 

The Bug Bug Subs, 28 Leaside 
Avenue, MusweltHtlt, London N103BU. 
45p cover pnee, subscriptions 5-Op per 
issue for five or more issues. 

Eprcm 328 The Mattings, 
P&mortt&m, Preston, LancasNre PR I 
9FD 60p and a stamp per issue, 
payable to TWorrafl 

Mfmphobt* Woodtop, Goosmargh, 
Preston, Lancashire PH32ER 35p and 
an SAE per issue, payable to Dave 

Ketiafl 

Orobsm 84 Kendal Road, Sheffield 
$6 4QH tl per issue, tiayable to Nich | 
Walkland 

RettMrt ! The Beams, Ufton Close, 
Maidstone, Kent ME 15 8EH. 40p aid a 
slamp per issue, payable to Scott 
Thompson. 

Specscene 85 fapimg Way, 
Stomnarket, Suffolk IP 14 / T$ 20f> and 
an SAE per <ssue. payable to Andrew 
Steel 

Zipper 26 London Road, Hertford 
Heath, Hertfordshire SG13 ?PH 35p 
pet issue, payable to Chris Legget. 



OLDER FANZINES 

Many fanzines have been around for 
ages [apart from The Bug, I mean!). 
Specscene, published in Suffolk, is still 
going strong on its tenth issue. This 
latest number contains Murtifaced 
screen dumps and is much more lively 
than previous issues - and at over 30 
pages, with hardry any ads, it 
represents super value for money 

The ALL NEW white Bug has 
reached us Last year's FCWShow 
provided nch pickings for the infamous 
team, and this issue is packed full of 
interviews with all the stars (even the 
famous Darltng brothers of Code 
Masters!). The editors even have time 
to discuss not the north /south divide 
but the ft/125 divide. Somethings never 
change . , . 

Finally, two updates on the 
'independent' fanzines Eprom and 
Orcstxene They're almost 
indistinguishable, making constant 
gtowing references to each other (and 
many nasty references to The Bufft and 
they're both packed full of text - with 
Eprom finding space for just a few VERY 
well-produced pictures. 

Issue 3 of Eprom contains a feature 
on the Spectrum ] 28K, a specwl 
FWShow report (at last!), and a 
rundown of the zme scene. Thks is stilt 
one of the best publications around - 
but it's now 80p (the editor says the 
price could nse further) and getting less 
frequent. 

urcsbme spedalises In adventures. 
It's packed full of vital adventure news 
and reviews and has a large fantasy 
section - so £ 1 isn't really much to pay 
for such a large {almost 1 00 pages) and 
specialist zine, 



COMPUTE 
CORRECTION 

Compute was reviewed m CRASH 
Issue 46 without an address. 1t is: 22 
Church Vale. London N2 9PA 



robmnTcandy's 

SCORES 



YOU DONT 
GOTTA BE IN 
IT TO WIN IT! 



DEAD again? Lost that last We on the first level? Do YOU have trouble 
sawing Earth from aliens? Well, don't despair - even losers can be winners 
with SCORES, because you don't have to be a high-score hero to get in 
(though it helps). 

SCORES is a monthly game by-game list showing the whole range of 
scores on the very LATEST games [Jet Set Willy record-breakers are out from 
the word gol|. 

Each month there'll be the top score so far received for each game - the 
first fisted under the game heading - and then a couple of others, so you can 
measure yourself against not only interface-burners but ordinary mortals 
too, 

And each month there'll be five winners picked at random from all the 
entries received, regardless of whether they re printed or not 

The first entry on one of this month s forms which is drawn from the 
SCORES postbag will Win £50 of software of the winner s choice 
[increased from £40 for the Golden issuej pius a CRASH cap and T-shirt and 
four runnerx-up will receive CRASH caps and T-shirts too. So don't forget 
to tell us on the form what software and T-shirt you'd like if you do win - 
because every loser can win with " 



ARKANOID 

Steven Thomas, Swansea 
Cyril Peart, Ciapham 
Kevin Knox, Kilkenny 

ATHENA 

Paul Calvert, Peierlee, Durham 
Nlell Lecoustre. Preston 
Paul Thomas Gwent 

ATV SIMULATOR 

Vincent Vlty, Morecambe 
Miguel Nun**, Torquay 
David Rutherford, Redcar 

BATTY 

Simon Auger, Canvey Island, Esse* 
8 Mlckcrthwalte, Newport 
William Cralgem „ Middlesbrough 

BUBBLE BOBBLE 

Tony Merrlot, Gnrnsby 



Imagine 

86350 
32T7I0 

264620 

Ocean 

223800 
99820 
52031 

Code Masters 

f2640 
4S900 
24530 

Elite 

1654075 
3G670 
T 000001 

Firebird 

2473390 



WINNERS 

Daniel Matt son of Bcmhokn In Denmark wins £40 worth of software 
(including Bubble Bobbie, Atbena, 720° and Supersprinti plus, of course, a 
CRASH cap and T-shirt 

Runners-up, each getting a CRASH cap and T-shirt, are J Fisher of 
Gedting in Nottinghamshire, Oswald of Stamford in Lincolnshire. 
Darren Horton of Brentwood in Essex (where Amstrad, the Spectrum- 
manufacturer, is based) and Scott Bruce of Cheltenham in Gloucestershire 
(site of the government's secret-communications headquarters, where 
CRASH Is read avidly f. 

Remember - any score sent in to SCORES can win you a pnze 



Michael Mcmwrray, Glasgow 


336500 


Darlo loper London W 1 2 


5768S0 


COBRA 


Ocean 


Nicholas Tallin Harrow 


1 ZS450 


John Newport, Morthumberland 


251 100 


Michael Young. Co Dublin 


! 19550 


COMBAT SCHOOL 


Ocean 


Martin Stone bridge Ipswich 


49870 


David Warns. JNotonghanrt 


50390 


fl Babb, High Wycombe 


48380 


. ■ mb*. m m mm ^m. mm- jp* m— n 

ENDURO RACER 


Activision 


Paul Morrli, Southpon 


1 17300 


John Klsh Billing ham 


5042533 


Christopher Jones, Coventry 


1507125 


EXOLON 


Hewson 


Michael Turner, Stoke Gabrtel, Devon 


558100 


Royston ff**v*f , Hastings 


50100 


Steven Dubrey, Rain hill 


85750 


GAUNTLET 


US Gold 


Miguel Nunei, Torquay 


12497494 


Jonathan RldehaJgh, Markfieid 


296300 


Graham Hopkins, flushey 


1 12650 


RENEGADE 


Imagine 


Nicho las Tel lis Harrow 


65400 


Nlail Lecauttre, Preston 


11 1 1 187 


Stephen Sfttern. Peterborough 


199050 


STAR WARS 


Dornark 


Paul Nardone, Storehouse, Lanarkshire 


562990 


James Mmmon. Bradford 


4239810 


Anthony Underwood, fStarwmh 


1092500 


THUNDERCATS 


Bite 


Martin Stonebrldge, Ipswich 


39210 


James Befbln Chesham 


89600 


Steven Oubrey, Rainbill 


20 1950 


ZYNAPS 


Hewson 


Justin Asher Gediing 


II 4375 


Stephen Sfttern, Peterborough 


43400 



SEND ME YOUR SCORES 

Send this form |or a copy) with your scores for up tp three games to ROBIN 
CANDY'S SCORES, CRASH, PO Box tO t tudtow, Shropshire STB 

iDB Only genuine scores will be accepted; any improbably huge scores 
(687 1 5290 In Exofon, hal] will be immediately binned and the sender will be 
forced to listen to The Art Of Noise - a fate worse than sharing a desk with 
Lloyd Mangram. 



j NAME , IF A WIN TOP PRIZE I WOULD LIKE THIS £40 J 

I ADDRESS ..... WORTH OF SOFTWARE: 



POSTCODE 



! MY SCORES ARE: 

GAME SCORE 

• I . i 

U 

■3 



DATE ACHIEVED 



AND IF I WIN ANY PRIZE I WOULD LIKE THIS J 
CRASH T-SHIRT, CHOSEN FROM THOSE 1 
ADVERTISED ON PAGES 1 66-167: J 



Form from Golden Issue - £50 fop prize 

The decision of CRASH'S appointed Judges is absolutely final in air respects 
So as for picking an argument with them - don't get in it you'll never wrn it. 



SINCLAIR mPi 




HOW 



- ^™nitfJfla;wigii:«aiirn>jM»iT^,^aiJ » ? 1 

T O GET YOUR 48 K SPECTRUM R EPAIRED FOR ONLY £19.95\J 



a' 





"faun 



SPECIAL OFFER! W SPECIAL OFFER! 



tiogrjo* rt^r ar^JrtHir, iDKTfum info 
w«trc p< Tronic* iYp**nrw i**t>o*re 

50 WK-nudlnS IfTkM] HAT fno 

irm*l 'KanflHMid rrfaii pric* 
CA9 9S ►i'oUtrmrfi< D nnr*| 



.. .. j»>«M 
! nrnrfrtav*1 poU manning 
hmuoih ntchtt*iM.r(c 
JSf wnflirt £22.50 «fi<n-f 
» *U> "WluWw DrtTf to rwtt 



SPECTRUM + 

d.i.y. upgrade 
kit for only 

£24.95 + £1.75p+p 

or ca n be fitted for only £31 .90 + 1 .75 
postage £ packing 
LIMITED OFFER 



TEN ★ REPAIR SERVICE 




* While you wait spectrum reiwfrs m.sc 
Also spare parts over trie counter 

+ All computers mi iy overruled and fully 
tested before recurn 

* Fully insured for ore return journey 

* Fixed low price of £19.99 Including posi. 
packing and VAT < Not a between prfce 
of really up to £WJ.EM wnlch some of our 
competitors are quotmgMMau order onivi 

* Spectrum i2SK-pius? repairs £25.00. 
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* Six top games wortft £39.00 for you to 
enjoy and play with every Spectrum repair 

* werepairtommodore&a 5, Vic 20 s. 
spectrum +2,Commodore 1& s and Plus 4 S. 

* The most up to date test equipment 
developed dv us to rutty test and find ail 
faults within your computer. 

* keyboard repairs Spectrum rubOer fcey 
boards only £1000 

* 3 month written guarantee on all repairs 

ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your estimate? 

Need your computer repaired fast* Then send it now to the Number one Repair 
Company In the U.K.. or can in and see us at our fully equipped 2. 50.0 square foot workshop 
with all the latest test equipment available, you are more than welcome 
We win repair your computer while you wait and Help you with any of your technical problems 
commodore computers repaired for only £55.00. Please note we gave vdu a 100% tow fixed 
once of £19 95 wnicn includes return post and packing vat not a between price like some 
otner Repair Companies offer we don task you to send a cheque in for the maximum amount and 
snock ^ou with repair oil s E30 upwards Don t forget we are .amstrari aproved + cr quahty and 
speed don tnskyourcompurertoanyotnerunauthonsed repair centre we dontiust repair the 
faun and send your computer back we give your computer * 



BEST PRICES f L 




Trittneeuri lis- Raptd Rre 
Joystick and Ram Dual (*Qrt 
Turbo Interface. 
RecDmmended retaKl pncf £J$« > 
so«ijictff«f pn« £18.95 

irWICSrtfi* purthaS«[J 
itpirmiY. Rim Dual Port Turbo 
interface £12.95 - £1 ?5p*D 
125- J0Vllt« E7.95 £*_?5pfip 



OVERHAUL WITH EVERY REPAIR WE DO:- 

we correct Colour, sound. Keyboard. Check the loading and saving chip . _ 
? base if required Check for Fun memory check all sockets including ear. 'mike and 



We correct Colour, sound. Keyboard. Check the loading and saving chip. Put new Feet on 
r Fun memory ' 

where needed Air for an inclusive price of ns 95 including vat an parts, insurance and post 
and packing no hidden extras whatsoever we don t have to boast too much about our 
service as we nave thousands of customers from an ewer the world highly delighted with our 
service A first class reputation for speed and accuracy Don t forget we also now h#vz % 
Service Branch m Manchester Ctty Centre Fpr while you wait service 




Spectrum Pius soare 
Keyboard me mpranes I 
E12 90PIUI £l75pip|| 
2x 8-1 mertioranes 
£5.00 plus ei 7sp&p 



CommMOrt 
recUKtment power 
tram Former e» P0 
plus t1 7^ p£p 



U RGENT NOTICE Don't be misled Dv adverts showing between prices. A recern 
complaint against a Manchester repair firm Mancomp. was upheld by the Advertising 
Standards Authority on two counts, it had stated BBC repairs between £ia and £45 
then charged the customer £55 Their guarantee policy was misleading 35 it did not 
make clear that air repairs were not covered. 





ON-QFF SWITCHES 

FOR THE SPECTRUM 
AND SPECTRUM + 
ORDER Hp 
1 067 SPECTRUM 
I067A SPECTRUM +■ < 
£4.95 4 i.T&p-p 



THE VIDEOVAULTCOMPUT 
COMPANION 



Is 



LOAD YOUR CASSETTE 
SOFTWARE INTO YOUR 
+3 USING THESE 
. LEADS. 



edition m j §y fess 




USEANY^ 
JOYSTICK WIT 
YOUR SPECTRUM V 

SINCLAIR JOYSTICK ADAPTOR FDfl I 
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New bigger catalogue now available containing over 2,500 items including software for all computers, joysticks, 
spare parts, Business software, books, plus many more. Just send 3 x 1 ftp stamps for you r free copy. Over 20 pages 
full of top quality products delivered to your door by return post. 
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THE |p VIDEOVAULT COMPUTER C OMPANIO N 

Anybody who has a computer m ust get their hands on the new 
computer companion, over 2,500 up to date items from all 
the leading manufacturers. 

Whether vou have a Spectrum, Commodore, Atari St we can 
cater for you. We have disk drives, joysticks, interfaces, 
in fact everything you could require for your computer 
from games to business software. 
No need to shop around we offer a 1st class delivery 
service straight to your door on all major items. 

HOW TO ORDER YOUR FREE CATALOGUE 

Just send us 3 x I8p stamps to cover the cost of p & p and 
we will rush you our new edition straight off the press. 

VIDEOVAULT- the ma rket leaders in computer repairs 
& software. A company 
you can rely on 
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Producer: Grand Slam Entertainments 

Retail price: £14.95 

Authors: Oxford Digital Enterprises 



The ultimate submarine, 
powerful and virtually 
undetectable, takes the 
starring rote in The Hunt For Red 
October. And the strategy/ 
simulation game follows closely 
the situation set up in Tom 
Clancy's best -selling novel of the 
same name (published in 
paperback by Fontana). 

The player is a Soviet submarine 
commander - but not for long, if 
his plans work out- For the 
challenge in The Hunt For Red 
October is to defect to the West 
and deliver the nuclear-powered 
craft into American hands, acting 
with stealth beneath thousands of 
miles of sea, without the 
conscripted crew knowing, 
ag ain st the m ight of the Soviet Red 



combined to search the oceans 
and blockade American ports to 
prevent the entry of the Red 
October, and Soviet spy 'trawlers' 
monitor the world. Pressure 
makes the defectors ruthless and 
desperate in their quest, risking 
both their vessel and lives. 

The first stages of the mission 
require the Red October to be 
navigated carefully through a 
heavily-monitored and patrolled 
sea passage off Iceland. The 
underwater landscape is 
dangerous and complex; careful 
navigation is essential, or the 
vessel will be grounded or 
damaged. 

But while the Soviet fleet is on a 
sub hunt, the US Navy is looking 
to rendezvous with the Red 




[Mine conuct 
Sir . 



change 
tear Irtg 



rtiGLrffe control • 
• *f-4 (»jt9f*-*«f 



► Just when you thought it was safe to go back in the water . . 



Banner Fleet, 

As soon as the intentions of the 
Red October's commander and 
officers became known, the 
captains of the Soviet Red Banner 
Fleet commenced an immense 
search-and-destroy mission for 
their erstwhile vessel. 

Sea and air forces have 



October, take off her crew, and 
scuttle a decoy submarine. The 
plan is to then take the defected 
sub into an American port for 
examination - all in deadly 
secrecy. If the Soviet vessels are 
led to fire upon the Western forces, 
the Americans will have to 
abandon their scheme and, to 



I MARK L 



'* If Tom Clancy's novel ts as absorbing as the game, I'm off to 
the library. The Hunt For Red October is very playable, and I found 
great enjoyment in outwitting the Soviet ships and occasionally 
blasting a few out of the water. Control of the submarine is easy 
to master, and the simple icon system soon becomes second 
nature. 

One clever and effective feature Is the newspaper report that 
appears In the fictitious New York Telegraph at the end of a game, 
reporting whether the player's mission ends In disaster or 
success. 

This submarine should appeal to anyone Interested in the 
genre. " 

85% 



avoid war. join the Soviets in their 
hunt. 

The positions of the Red 
October and the US and Soviet 
fleets are shown on a large map of 
the Atlantic Ocean. To the right of 
this central display is a column of 
command icons controlling the 
sonar, engineering, weapons and 
periscope systems of the 
defecting submarine. And a 
display panel to the left 
supplements these with 
information on the Red October 1 & 
speed, heading and depth, and 
sonar and contour map displays. 

The Red October's two 
sensitive sonar installations listen 
to the underwater world - sonar is 
like radar, but uses sound waves 
rather than radio waves to locate 
objects. The presence of 
submarines and ships, their 
headings and their identity can be 
established using passive sonar, 
but the intelligence may need to 



J ROBIN L 



" The book of the game was 
a tense, exciting novel so it's 
interesting to sea how 
Oxford Digital Enterprises 
approached the computer 
version. The result is a 
mixture of strategy and 
arcade elements. 

The strategy side works 
well and the Icon system is 
easy to use (though the 
pointer is sometimes a bit 
fiddly to position accurately). 
The problem with The Hunt 
For Red October is that It's a 
REALLY tough game. From 
the very beginning, 
everything happens at once 
with mines, torpedoes and 
enemy vessels homing in on 
the submarine. This may be 
realistic but it's awfully unfair 
on the player. 

But if you like strategy and 
can put up with the difficulty 
of It all, The Hunt For Red 
October is wonh a look. " 




be verified by visual sightings, or 
by active sonar. 

Active sonar gives a more 
reliable reading, but can easily 
give away the position of the Red 
October. 

These sonar traces can be 
superimposed upon a contour 
map of the ocean bed, giving a 
clear picture of the safest route 
around underwater hazards and 
the opposition. Details about 



sonar contacts and thei r directi on , 
distance away and speed are 
shown in the message window. 
This information can be fed into 
the weapon systems for possible 
attack, or into the hydrophonics 
circuits for an accurate 
assessment of the threat. 

By accessing the engineering 
systems, the commander can 
switch between different forms of 
propulsion - nuclear and diesel 
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live sonar contact encountered 

IFtthe contact bearing 0S& Degrees 
[Sir, 

Changing speed to OCsO Knots. 
[Reached spefcd of oc^o Knots. 
(Torpedo launch detected Sir. 
[Torpedo Launch detected Sir. 



► Sonar ind hydrophonics are the sub's electronic scouts 



power, and caterpillar and 
propeller drives. Nuclear power is 
fasier than diesel and less noisy, 
but after ten days the defectors 
have to disengage the nuclear 
power plant and reiy on diesel. 

And whether the commander 
prefers speed (propeller) or silence 
(caterpillar) determines which of 
the two drives he uses. 

The only weapons that the Red 
October carries are acoustic 
torpedoes. Their targets can be 
selected manually or through the 
sonar system; the number and 
status of each of the sub's four 
torpedo tubes can be called up, 
and if the commander chooses to 
manually control the torpedoes he 
can direct the heading and 
elevation- 
Helpful in a tight corner." the 
weapons system can also release 
deflecting flak to decoy 
approaching missiles and 
torpedoes. 

The periscope system can only 
be activated when the sub is near 
the surface; the horizon can then 
be checked and possible targets 
visually identified. And if the fled 
October must surface to carry out 
repairs, which are done 
automatically, the periscope can 
be used to check that the surface 
is clear. 

The Red October's arsenal of 
electronics also includes 
surveillance manual antennae can 
be activated, which allow the sub 
to pick up electronic messages 
sent between ships. 

Whatever system is being used, 
all commands are given using an 
icon-selecting arrow. A scrolling 
message window beneath the 
mai n screen reveals the responses 
and valuable information from 
various system officers. 

Commands must be given 
quickly, for Soviet forces are 
homing in on the Red Qcfooerand 
could deal it a death blow before it 
has even begun its transatlantic 
adventure. The hunt is well and 
truly on. 

Grand Slam Entertainments is 
the new name for Argus Press 
Software, which changed hands 
last November. 



J 



PAUL L 



" As a simulation buff I was 
happy to try some variation 
from zooming about the 
skies in a jet. And Oxford 
Digital Enterprises has 
managed to cram an 
incredible amount of detail 
and loads of displays and 
controls to fiddle with into 
The Hunt For Red October - 
there's certainly more than in 
most battle-action sims. 
Some of the displays, 
particularly the sonar maps, 
are very realistically 
designed and well- 
programmed. 

The action is fraught from 
the start - you're under 
attack almost immediately - 
and the tension just doesn't 
die down. The icon system 
makes for quick and easy 
command-selection, which 
is just how it should be with 
so many activities to take 
care of in real time, 

The only letdown is the 
strange loading system, 
which seems to require the 
game's start position to be 
saved on a separate tape so 
a new game can begin after 
the submarine has been 
sunk. But this doesn't 
detract much from an 
otherwise excellent and 
atmospheric simulation. " 

83% 



_JCOMMEHTSI_ 

Joysticks: Cursor 

Graphics; atmospheric 

Sound: meagre 

General rating: a gripping sub 

sim packed with action and 

features 



Presentation 


75% 


Graphics 


80% 


Payability 


77% 


Addictive qualities 


75% 


OVERALL 


77% 



ROLLING THUNDER 



1 



Producer: US Gold 
Retail price: £7.99 

Geldra, another ruthless 
megalomaniac, controls a 
secret organisation that 
threatens world domination and 
the like. He and his evil crew must 
be stopped before it is too late, as 
usual. 

So top agent Albatross is 
assigned to penetrate the 
headquarters of Geldra's gang. 

But thsg is going to be no mere 
perambulation through ten 



the backgrounds are more 
functional than decorative, simple 
I i ne drawings set in gaudy colours. 

But forget the passable 
graphics - Rolling Thunder Is 
marred by tedious gameplay. Why 
do you have to get sent right back 
to the start of a level whenever 
you 're killed? 

The potential is there for a really 
smart game; perhaps if it had been 
playtested more Rotting Thunder 
would have realised that potential 
rather than failing this way. "' 
GORDON 34% 




► Ruined by a single fault?: Roiling Thunder 



honzontal ly -scroll i n g levels of a 
secret organisation's HO before 
confronting the leader in a final 
showdown, oh no. Crawling from 
the woodwork and dashing from 
doors are hordes of Geldra's 
hooded thugs who, we are told, 
will shoot, punch and drop bombs 
on you, inexorably draining your 
energy'. (Look -they weren't hired 
to be original, right?) 

But Geldra's crew is not the only 
obstacle Albatross must 
overcome. Automatic lasers with 
deadly fire, and a lava pool with a 
vicious complement of 'fire-men', 
await the secret agent. And 
Albatross has just four lives to take 
him through the network of 
passageways, doorways and 
balconies. 

With reactions the speed of 
light. Albatross can easily leap 
above or duck beneath a hail of 
bullets, and he carries a pistol and 
a machine gun. 



CRITICISM 



• "This is so frustrating! The 
game structure is appealing (if 
unoriginal) but the action is 
annoying. It's not as though 
Roiling Thunder is easy to begin 
with - not only do you have to 
watch out for the enemy getting 
too dose, but you've also got to 
keep a lookout for bullets you can 
hardly see. 

Otherwise it's fair: the 
characters are reasonably well- 
drawn but jerkily animated, and 



# " I'm very impressed with this - 
but most players will find it very, 
very hard. 

it's a simpty-laid~out but 
expansive (especially in the 
second area) platform shoot- 'em- 
up. There's not much colour, but 
it's weii used - creating very 
detailed and varied impressions. 
And the sound effects break up the 
monotony of running flmposslble 
Mission -styie) and often hint at 
what Geidras guards are going to 
try next. 

i didn t get even the slightest bit 
infunated with this very enjoyable 
game, despite the 'going back to 
the start ' syndrome that annoyed 
other reviewers - mind you, I am 
pretty good at it! " 
PAUL 59% 



Joysticks: Kempston, Sinclair 
Graphics: jerkily-animated mam 
characters, simple backgrounds 
Sound: a couple of interesting 
tunes, with good sound effects 
General rating: a sound, 
traditional idea let down by 
gameplay problems 



Presentation 


63% 


Graphics 


57% 


Payability 


45% 


Addictive qualities 


44% 


OVERALL 


47% 
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ifj letnam - a hellhole where 
/ life can be erased by one 

caretess move- 
into the nightmare world ol 
Oliver Stone's Oscar- winning film 
(see Film-makers' Vietnam Victory 
with ihis review) sieps a unit oi 
American soldiers, some afraid, 
some just plain crazy, but all unpre- 
pared for what they are lo find- 
In this multisection licensed ver- 
sion of ihe film, a unit of five must 
make its way through six sections 
of Vietnamese landscapes, along 
jungle paths, secret tunnels and 
mazes, and survive skirmishes in a 
bunker and a foxhole 

Each soldter carries grenades 
and a rifle with limited ammunition 
as he bailies his way past hidden 
snipers, enemy soldiers dropping 
from trees and loot patrols, tryrng 
to avoid concealed booby traps 



that fill the first section of |ungle 
paths and Ihe Vietnamese village. 

In this region, the urnt must col- 
lect a box of explosives and look 
for 9 bridge, eventually blowing it 
up. The soldiers muse then make 
their way to a village, and search 
huta /or a torch and map before 
entering an underground tunnel 
network beneath the village. 

Besides normal directional 
movement, each soldier can leap 
upward and duck down to avoid 
enemy fire, and enter and leave vil- 
lage huts, When he enters I he huts, 
the walls become Transparent, 
revealing the objects within. 

For every enemy pi ugged by bu I - 
let or busted by grenade and 
object collected, poinis are 
awarded These can be added lo 
considerably by destroying the 
bridge and booby traps and com 
plelmg the section with as many 
men as possible stiif left alive. Each 
soldier can lake lour hits before 
being listed as killed m action. 

Bui the morale of the unit 
depends upon how many men 



THE*** 



THIS IS 



scents 



PLATOON 





Producer: Ocean 

Retail price. E9.95 

Authors: Original version Zach 
Townsend, conversion 
by 5 Pearce and D Lyttle 
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have been shot and the number ol 
innocent Vietnamese civilians hil i n 
skirmishes. And if morale falls too 
low, the unit is lost, 

8y controlling onp unit member 
and then another, the player can 
maintain morale by avoiding the 
imminent death of a senously 
wounded man in the squad: food 
and medical supplies can be found 
and picked up, and are best given 
to those most in need 

When the entry into the tunnel 
system beneath the village is 
found, one soldier can enter. He 
must be constantly aware of 
potential enemies, who can sud- 
denly appear brandishing guns or 
knives from the clammy water 
through which he wades. When 
enemies appear, the soldier halts 
and the player s control switches 




I FILM- MAKERS' 
VICTORY VIETNAM 




I VIETNAM VETERAN Oliver Stone* Oscar- 
I winning 1ilm Platoon released last May, 
1 provided fu-u r Ocean programmers with 
I six months' work as they carefully 
I recreated the environment of Vietnam, 
I war-lorn and two decades distant 

Platoon was one ol Ihe most highly 
I acclaimed films ol 19B7 rewarded nrjt 
I only by Hie critics - earning four Academy 
I Awards (Oscars* for Best Picture, Besl 
| Director, Best Film Editing and Best Sound 
- but also by the American public, wtucn 
I Nocked lo see how il dealt Willi a stlll-s&n- 
| silive subiect 

Previous Vieloam lilms had included 
I Oscar-winners The Over tfur?r<?rand Com- 
1 tug Home, bul both dealt wiin the wars 
I eflect on veterans rattier than the war 
I itself - as. indeed, bad ihe more violent 
I Rambo iwhich also became an Ocean 
I game). 

Platoon tells the story of 'the Nam 
I through me eyes at 19-year-old raw 
I recruit Crms Taylor iplayed by Charlie 
ISheen'i, DireciQr/toritar Stone mcorpo- 
I rales many first-hand experiences as the 
1 teenage soldier tells of his anguish in a 
Isenescl letters to his grandmoiiie? 



As the story unfolds il becomes evidenl I 
inai the soldiers' worst enemies Eire I 
ihemsetves The tool soldiers tor 'grunts'. [ 
as they tike lo be called) are split bEtween | 
two leaders - the aggressive hard-r 
headed Barnes and ihe relaxed, and more I 
likable, Sergeam Elias When Eiias is I 
abandoned lo the enemy by Barnes, t 
relationships are strained 

So Platoon, filmed in the aimospherk: I 
jungle of the Philippines, pushes ihe I 
lighting to one side and explores the emo- P 
tkwis felt by the young soldiers of tbe dec* I 
aoe-long war in which America, which | 
eventually withdrew its forces in 1973. [ 
Helped defend South Vieinam against the | 
Commumsl Vielcong of North Vieinam 

Tbe film's success has prompted I 
Ocean and RCA/Columbia, producer of I 
itie video lo join promotional forces The I 
video is advertised on the game's loading I 
screen, and the game is advertised on all I 
ftafowtfiire videos; there's a competition I 
in the game's packaging i.witn videos as I 
prizes); and RCWCoiumijia has helped | 
promote the game through video outlets 

Platoon camp ., page92\ 



to his gun. which is aimed using a 
cross- n aired eight. 

After finishing off an enemy sol- 
dier, the American Gl can move on 
to scour the rest of the network. A 
map showing his location is on the 
right- h3nd side of the split screen, 
and following it can lead to rooms. 
Each room can be searched and 
any objects found there - such as 
the box of flares and compass 
necessary for the next section - 
examined. 

But caution is essential - some 
interesting crates conceal booby 
traps, 

The lunnets' ewt leads into a 
large bunker, the next sector ot the 
unit's mission - the American sol- 
diers are resting here For the night 
when the enemy Vietcong attack. 
The unit fires flares high into the 
night sky. each bursi revealing the 
enemy's positions. 

But the light is only temporary 
and must be used to advantage by 
quickly positioning a rifle's cross 
hairs on the semihidden enemy 
and firing. 

When the flare dies and dark- 
ness falls again, the enemies' pos- 
ition is only revealed by muzzle 
flash. And if members of the unit 
squander their flares and ammuni- 
tion they become sitting ducks. 



" It's all too easy to dismiss 
Platoon as an overrated 
shoot- 1 em-up, but though 
difficulties early in the 
game can be very frustrat- 
ing, given practice and 
sharp reactions Platoon 
starts to reveal its rewards. 
The opening jungle stage is 
littered with traps and 
hazards to eliminate the 
novice player, each stage 
provides a different time- 
consuming challenge. 

The graphics are mostly 
colourful and detailed, the 
only fault being slightly 
jerky scrolling. One of the 
cleverest graph ical tricks is I 
on the second stage, when | 
you've reached the village; 
whenever the player enters 
a hut the walls disappear to 
show the contents of the 
peasant abode. It's simple 
but effective. And the 
graphics in the following 
tunnel stage are particu- 
larly impressive. 

Ocean's claim that the 
game, like the film, 'fo- 
cuses on the tragedy of 
war' is a bit dubious - it's 
primarily concerned with 
success through killing. 
But Platoon is not to be 
missed. " 

ROBIN 91% 




As the next day nses. the five 
GIs are caught in an aerial bom- 
bardment of napalm fire - from 
their own side. Safety must be 
reached as swiftly as possible- 
Using the previously recovered 
compass, unit members must 
avoid streams ot bullets, mines 
and barbed wire, and take out 
enemy snipers, to make their way 
through long tracts of tungie. And 
the route to safety must be chosen 
with care' take too long, and all is 
tost- 

The Platoon mission is now 
nearing its end, but a final stage 
remains. One Of the unit, Sergeant 
Barnes, has maliciously allowed 
another Sergeant to be killed by 
ihe enemy - and now tries to elimi- 
nate potential witnesses by firing 
on the rest Of group from a foxhole. 

The crazed NCO is well dug in, 
but the others need that foxhole if 
they are to survive a napalm 
assault only minutes away, 
Machine-gun fire is ineffective 
against the foxhole, so it must be 
Stormed using grenades. Five 
direct hits drapose of Barnes and 
save the platoon. 



Joysticks: Cursor 
Kempston, Sinclair 
Graphics: each stage has a 
tremendous atmosphere of 
its own, helped by intricately 
detailed backgrounds and an 
effective use of colour 
Sound: there's a superb title 
tune on the 128K version, but 
the hip-hop in-game tune is 
inappropriate 
, General rating: very play- 
able and very hard - one of 
the best film tie-ins we've 
seen to dale 

Presentation 95% 
Graphics 93% 
Payability 88% 
Addictive qualities 93% 
OVERALL 93% 
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%JHE original 




THE FILM 

'4 story of death and the fear of death f 

WRITTEN and directed by Vietnam veteran Oliver Stone, Platoon digs 
deeply into the minds and emotions of young American soldiers who 
fought agarnst the Vietcong in the bitter, pointless Vietnam war of the laie 
Sixties and early Sevent>es. 

30 men from all walks of life make up the platoon of the title, and their 
day-to-day existence and fight against the enemy are closely examined 
through the eyes of a new recruit. Chns Taylor (played by Charl ie Sheen). 

Platoon is a story of death and the fear of death, based on the 
enpenences of director Stone when he served in the Nam 1 with the 25th 
Infantry. Billed as the most acclaimed film of 1987 and winner of four 
Academy Awards, this thought-provok*ng movie is now available as an 
RCA/Columbfa video (reviewed last CRASH; certificate 15), 



THE COMPETITION 

| On offer; a collector's item 

f OCEAN and CRASH have teamed up to bring you the chance of winning 
J] a collector's item: the original storyboards for the Platoon game, on 
g which the programmers planned the graphics and atmosphere of each 
I scene. 

I Correctly answer the qut2 set Out on this page , and send you r entry {on 
K a postcard or the back of a sealed envelope} to PLATOON 
- COMPETITION, CRASH, PO Box fO, Ludien, Shropshire SY8 
A 1DB to arrive by Aprils. 

m Fi ve runners -up will each receive a copy of Platoon the game, and a 
further five runners- up will each win a copy of the Platoon movie 
* soundtrack album. 



THE GAME 

The aim is to survive* 



THE QUIZ 



IN Ocean's licensed game of Platoon, the player is like the hero of the 
film - a new recruit, unprepared for the challenges of the Vietnam war. 

You struggle to survive the hostilities of different environments: the 
jungle, a network of tunnels, a village, a bunker. And while battling against 
all odds you must maintain a high level of morale, avoid enemy fire (four 
hits and you're dead) and accomplish a mission - whether it be Wowing 
up a bridge or clearing a safe path through enemy soldiers tor your 
escape. 

The ultimate aim of Platoon is to survive with your sanity and morale 
intact. 

(Turn back one page for the Smash review.) 



1 Name the famous father of Platoon star Charlie Sheen , , . 

2 ... and name the Vietnam war film in which he starred with 
Marlon Brando. 

3 In the Vietnam war, did the Americans fight on the side of North 
or South Vietnam? 



4 In what year did the Americans pull out of Vietnam? 

5 Name the famous Vietnamese city which was the Amerii 
main evacuation site towards the end of the conflict. 





Producer: Ocean 
Retafi price: £7,95 
Author: Steve Lamb 

Dust Brain is a ball among 
balls on the planet Orb. But 
can he conquer the career 
mountain and become top dog on 
this planet of rotundity? 

At least it's a bit easier than 
locating the voice of centrist 
liberalism. You see. Orb is a planet 
of solid platforms and black grid 
areas into which other Madballs 
can be knocked and captured by 
Dust Brain - to sit upon his 
potential planet-ruling cabinet. 
This hooligan political team sits in 
a tube beneath the main screen. 

After trapping a captive from 
one level, Oust Brain can begin his 
search for another cabinet 
member by finding an exit and 
moving to the next level. 

But it s do as you would be 
done by' on democratic Orb, and 
all the other Madballs are out to 
knock their compatriot off the 
platforms. And our hero can only 



survive the fall if he has already 
captured other Madballs - each 
one captured gives him an extra 
life. 

All the Madballs interact, 
bouncing off each other and the 
scenery according to their relative 
speed and strength. For instance, 
the stronger a Madball, the more 
difficult it is to deflect from its path. 

And trampolines, springboards, 
catapults, ramps, pyramids and oil 
slicks all can all bnng a little extra 
bounce, speed and direction into 
the Madballs' lives. 

But even globes need a gobble, 
and the Madballs' different 
nutritional requirements - which 
range from cabbages to fish heads 
and bones to Coke - can be 
gathered to increase their energy. 
$very Madball has its own energy 
fevel, indicated by a revolving 
striped pole.) 

As Dust Brain plies his career 
path through this world of lovable 
bouncers - originally a TV cartoon t 
then a range of toys - he can stack 



* Ball's well that ends swell 




JmarkL 



" Like Gremlin Graphics 's 
Smashed Bounder. Madballs 

is difficult to control at first, 
especially as your fellow 
balls are trying to knock you 
aft your rather precarious 
parch. But after a few games 
you can give the enemies a 
taste of their own medicine. 

The graphics are very good 
- the ball even appears to 
grow larger and smaller as it 
bounces up end down, In true 
Bounder style. And there's a 
boppy little tune on the title 
screen and effective 
sproingtng sound effects. 

Madballs may not be subtle 
or demanding enough for 
some, but it's instantly 
playable. " 

70% 



up points by squashing fried eggs 
and knocking off Madballs and the 
universally hated 'undistinguished 
Bureaucrats 1 . 

I GORDON [ 



J MIKE L 



11 At first Madballs is very pleasing: the graphics are pretty r 
there's an excellent tune accompanying the title screen, and 
there's plenty to do, But the monochrome is a bit trying - all that 
blue begins to hurt! - and though Madballs Is basically good the 
fun soon bounces away. " 




► Social democracy was never so bouncy 




" Madballs is a curious licence, an odd mixture of the Bounder 
format and the Motos-style arcade ga me. It has all the Ingredients 
of success: an interesting scenario, strong, individual 
characters, and excellent packaging, But the game is nowhere 
near as good as the promise. 

Graphically it's reasonable - the faces on the Madballs are 
well-animated and neatly drawn, and they have a certain cutesy 
appeal, The backgrounds are poor in comparison (very tediously 
similar landscapes with no real 3-D effect], though the scrolling 
works smoothly. 

But the major letdown is the gameplay . The control-method is 
awkward: if you push the joystick in any direction and let go, the 
Madball doesn't stop but continues another inch, and this lack of 
precision spoils a game where accuracy of movement and 
positioning is called for. So you can have an awful lot of very 
quick and frustrating games trying to orient yourself, and 
ultimately Madballs doesn't realty deserve all that attention. " 



(COMMENTS I 

Joysticks: Cursor. Kempston, 
Sinclair 

Graphics: monochromatic 
play area viewed from above, 
detailed balls 

Sound: wild and wacky . . . 
but not very good 
General rating: a good 
bounce W bodge game, but 
rather unvaried 



Presentation 78% 

Graphics 74% 

Payability 67% 

Addictive qualities 57% 

OVERALL 65% 
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Producer: Mastertronic 
Retail price: El, 99 
Author: Stephen Parys 

A platform world of squares 
and grids is the 
environment for a rolling 
ball. And the ball must move and 
jump from square to square, 
collecting the right number of 
crosses that he finds upon his 
irundling travels through 
RoHarounifs 20 levels. 

The platforms do not consist 
entirely of identical squares; some 
are plain or contain coileciibie 
crosses, others alter all squares 
upon a level or just some. Clock 
squares slow down speedy aliens, 
and mystery squares either hide a 
packet of points or lead to death: 
unmarked exit squares when 



touched reveal the paths that lead 
to other platforms. 

But things are not going to be ail 
that easy for the ball * some 
platforms are patrolled by aliens. 
These entities can make life for a 
travelling sphere such a misery, as 
l hey turn otherwise solid squares 
into holes or push a poor ball from 
a platform. Others can leap over 



notes or mirror movements of our 
ball, whilst bombs can direct 
themselves to the squares upon 
which our friendly orb sits. 

A jump button allows the ball to 
skip between platforms, avoiding 
these annoying creatures and 
collecting squares as it goes. For 
every one of the squares touched, 
points are awarded, but for fall 



] GORDON L 



I MIKE 



1 



■ Rollaround Is quite dull. 
Admittedly, the scattered 
cult following of the excellent 
Bobby Bearing may enjoy this 
mediocre reflection. But the 
graphics are small and 
lacking colour, and 
addict ivity is very limited, " 
52% 



« RoHaround is very reminiscent of Electric Dreams's Spin dizzy: ft 
has precarious 3-D landscapes and narrow tracks, items to 
collect puzzles to solve and switches to throw. But it differs 
slightly in its overall design, It's more compact and not as well 
presented, and It doesnl contain the vast panorama of varted 

But Rollaround is very playable (dropping an alien through a 
hole by throwing a switch is satisfying), and the puzzle factor 
makes it very addictive. The title screen mirrors the games 
beautiful simplicity: rolling a marble madly in search of cesses 
to collect doesn't create frantic action, but requires a good deal 
of thought and a sense cf precise timing (some mapping might 
come in handy, too). ^ 

The difficulty has been graded just right: the first teve! Is 
extremely easy, but later ones are more demanding of precise 
timing and mental agility. 

The only real disappointment is the graphics: they re a bit 
basic, and some of the aliens are very poor. 

But despite these faults, If you want more of the Marble 
Madness format Rollaround could be what you're looking for. 

70% 



from a platform or through a hole 
means that one of ball's eight lives 
is plucked away. 

The number of types of square 
that need to be gathered before 
progress can be made to the next 
level is shown at the top of the 
screen. There is also a time 
countdown within which the level 
must be completed. When a level 
has been completed, there is a 
chance to use good timing to win 
a bonus scorn or an extra life from 
a random display. 

_J comments! , 

Joysticks: Kemp stem 
Graphics: isometric view of 
monochrome surfaces - very 
simple 

Sound: simple sound effects 
General rating: a poor Bobby 
Bearing clone of the Marble 
Madness genre 



Presentation 61% 

Graphics 55% 

Payability 64% 

Addictive qualities 62% 

OVERALL 61% 



SCUMBALL 



Producer: Bulldog 
Retail price: £1.99 
Author: Peter Gough 

Sewer-cleaning Is not a job 
for the taint -hearted. You 
never know what you might 
find down there . . « well, in fact 
you do find rather a lot and that's 
the problem. LINDA is an android 
who can help you: UN DA has more 



J NICK L 



" Scumball is a cute Ifttfe 
game, with well -drawn 
graphics and smooth 
animation, but ft lacks that 
extra boost that holds your 
attention. The little aliens all 
look menacing enough but 
when you walk into one it 
seems to have no effect on 
you at all. 

Many Mastertronic games 
seem to look alike these 
days: for instance. Universal 
Hero, Dynatron Mission and 
this one. Perhaps 
Mastertronic has developed 
an automatic arcade-game- 
generator and Just keeps 
changing the graphics * . . 

But despite all these 
quibbles, Scumball isn't that 
bad. " 

72% 



killing power than Domestos, 
bleach and all other cleaning fluids 
put together, 

She is a fearless companion but 
a bit of a brainless mechanism, 
and she needs to have her circuitry 
guided through the sewer network 
where she takes out dangerous 
germs'. 

Eight grenades lie in the depths 
of this place, waiting for her cold 
metallic touch. When one of these 
explosive devices is collected, 
LINDA must take il to the lair of the 
green slime. And when she's got 
all eight, she can destroy the slime 
monster that lives there. 

But LINDA is sure to meet a 
motley crew of aliens on her 



GORDON L 



« This Is an excellent little arcade adventure. It has a neat 
scenario, it's full of cute humour, and it's beautifully presented^ 
the grainy fade-in of the different options screens accompanied 
b y a n appropriately cronchy sound Is excellent! It's very much in 
the Siarquake mould, with a small main character affected by 
gravity exploring a large, flick-screen alien landscape: so 
mapping is very much in order. 

The animation on the sprites is fabulous, and the backdrops 
are extremely colourful and detailed; a lot of imagination has 
gone into creating them* 

The pi ay ability Is good and fast, too - and tt T s very easy to 
control the main sprite. Scumball could prove tedious once 
you've completed the task, but till then, youVe got plenty of lives, 
there are plenty of locations to explore and enough objects to 
collect to ensure Its testability. Even at a full price it would be a 
very good game; at this price it's a steal. " 



perambulation through the 
sewers. These can range from 
purple pythons to crabs and 
insects, Each brief encounter with 



* Neither a burrower nor 3 UNDft be; Scumball 
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an alien leaves LINDA a little 
drained, and if her power level 
drops to zero that's the end of her . 

_JC0MMENTSI— 

Joysticks; Cursor, Kempston, 
Sinclair 

Graphics: very colourful and 

varied 

Sound: cr unchy 
Options; definable keys 
General rating: a colourful and 
enjoyable arcade adventure 




Presentation 
Graphics 
Payability 
Addictive qualities 
OVERALL 
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/MICROBALL / 



Producer: Alternative Software 

Retail price: £1,99 
Author; Steve Evans 



The pinball table awaits your 
pleasure . . . 
A ball is fired on to a 
sloping table, and once on the 
table can't fall off - there's a 
surrounding retaining wall. But the 
ball can run through a gap at the 
lower end of the table, and the 
challenge in Mtcrobaff- as in real- 
life pinball - is to use a pair of 
flipper-like bats to deflect the ball 
when it runs toward that gap. (If it 
does, it's lost and the next of five 
balls appears.) 

Bounced back up the table by a 
flipper, the ball rebounds around a 
network, of circular bumpers and 
other taroets, collecting points. 
Hitting targets in particular 
combinations earns bonus points, 
and other targets activate a score- 
multiplter - it doesn't just add 
points but can double or even 
quintuple your score. 

An extra ball is awarded after 
250000, 4SOO00 and 720000 
points. 



r 



CRITICISM 



1 



• "As pinball games go, this isn't 
much fun. For a start, it's far too 
easy (hardly like real pinball!), and 
doesn't get any harder. Different 
table layouts, or even a single 
layout more complex and exciting 
than this, would have helped. 

And though the pinball moves 
reasonably well, it sometimes gets 
stuck in places where it shouldn't 
{the end of the flipper, for 
example). 

The graphics are bright and 
cheery, out the black background 
and the sound add nothing. 
Microball is quite playable (for a 
little while) and it does have some 
addictive qualities simply because 
it is pinbalL But I wouldn't 
recommend it, 11 

mm 



• " Microball Is another 
uninteresting pinball game. You 



remember the type: two flippers 
at the bottom of the screen, a 
few boring obstacles and a 
flashing display that doesn't 
seem to do anything, The final 
burst of excitement comes 
when you get three friends 
round and have a game all 
together! Microball is reasonable 
as pinball games go, but they 
don't go very tar - stick with the 
real thing. M 

MKK 3B% 

* Bugged: Microball 
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CINDERELLA! 



• '*/ wouldn't mind a decent 
pinball game, something with 
features and graphics 1988-styte, 
but this weak game has missed its 
time. Some of the bugs are 
appaiting: the bait regufarty gets 
stuck on the very end of the flipper 
(that screwup which woufd take 
considerable skiff on a real table), 
and twice in half an hour of pfay 
the ball got stuck in the border of 
the 'table', necessitating 
reloading. Microball is simple and 
simpfy unattractive " 
MIKE 47* 



COMMENTS 



J 



Joysticks: none 

Graphics: simple, not unlike the 

real thing 

Sound; simple, not unlike the real 
thing 

Options: one to four players, if 
they can't be bothered to find the 
real thing 

General rating: little content, little 
interest {not unlike the real thing - 
Man Ed) 



Presentation 


50% 


Graphics 


43% 


Payability 


55% 


Addictive qualities 


36% 


OVERALL 


4 1 % 
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I PIGGY 



1 



Producer: Bug Byte 
Retaii prtca: £2.99 
Author: Peter Watson 

Remember being a baby - 
those days when thumb- 
sucking and potty training 
tilled your time and a tin of 
steamed leek, apricot and radish 
puree baby food was a 
gastronomic delight? 

If you do you'll remember the 
nursery rhyme about the three little 
pigs who kept on having their 
houses blown down by 
Canistupus, a wolf in Latin 
clothing. And you'll be thrilled to 
know that the eldest of these poor 
little porkers is still having 
problems. 

He still wants to construct his 
own little two up/two down with 
roses round the front door. There 
are enough building materials and 
tools to gladden the heart of any 
navvy scattered around the 
piggy's world of mazes. 

And, just to prove that he's really 
looking hard for all those building 
materials, when Piggy leaves the 



exit of one maze he can find 
himself transported to locations as 
surprising as a space port and the 
moon. (Look - as has been 
explained elsewhere in this issue, 
we don't write these games, OK?) 

It wouldn't be so bad - for our 
four-troltered friend, that is - if all 
the p»ggy had to do were pick up 
those bare necessities. But every 
maze is populated by wildlife that 
can turn him into streaky rashers - 
ghosts, bees, cat's heads, stoop - 
backed harridans and of course 
Mr Wolf himself, It's enough to 
make even the hardiest piglet run 
wee, wee, wee' all the way 
home ... if he had a home. 



CRITICISM 



7 



0 "Ha, ha, ha! Bug Byte was 
around at the very beginning of 
Spectrum time, and this looks' I ike 
an unreleased 1983 game. There 
is a grand total of ONE joystick 
option, set keys, a strong 
contender for worst tune of the 
season, and graphics which are 
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► This little Piggy shouldn't have gone to market 



en 



bettered by most On The Screen 
demos. Piggy is probably, along 
with Top Ten Hits's Grid Iron, the 
worst game I've played. ' ' 
HIKE 07% 

# " This takes me back to the 
days of simple titles, attempts at 
loading screens, cule 
uncomplicated plots. And Hf it 
comes from those days, it 
should have stayed there: all the 
sprites are the same size, even 
the eponymous Piggy and the 
borders, and the tune is 
miserable. There's absolutely 
no point buying stuff like this 
when much better games ere 
available at the same price. " 
NICK 09% 

• "I'm appalled that a company 
such as Bug Byte, old and 
respected, would release such 
trash. As in most thoughtlessly- 
programmed games, the collision- 



detection is VERY dodgy (it's 
character collision, in tact). And it 
seems no time has been spent on 
programming graphics, sound 
and piayability - so certainly no 
time should be spent playing with 
them. " 

WUIL 06% 



COMMENTS 



Joysticks: Kempston 
Graphics: very simple UDGs with 
plentiful but ugly colour 
Sound: simpler than the graphics 
General rating; Piggy is terrible - 
and Bug Byte must know that 



Presentation 
Graphics 
PI ay ability 
Addictive qualities 
OVERALL 



18% 
08% 
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10% 
7% 



ARCADE SMASH 





Championship Sprint TM, 
TM & £ 198o Alori Games Corporation. All rights reserved. 
Electric Dreams Software, Authorised Us*r 
Moil Order; Activision (UK) Ltd 

Units 3 & 4 Lloyds Close 
Finedon Rood Industrial Estate 
Northampton NN8 4SR 
Tel: 0933 7676B 

Commodore 64/128 Casseile (£9.99) 
and Disk j£14.99) ZX Spectrum 48k/12Bk/+ 
(£9.99) Arnsrrad CPC Cassette (£9.99) 
and Disk (£14.99) 
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LOS ANGELES SWAT 



1 



Producer: Entertainment 
USA 

Retail price: £1.99 

■ t 's 1 999 . You 1 re leading a mean 
I squad of three dudes trained to 

■ perfection as killing machines, 
members of the police SWAT 
(Special Weapons And Tactics) 
division. The mission this time is to 
roul out a nest of terrorists in a 
district of Los Angeles and release 
their hostages. 

This should have been an 
operation as sharp as a Bic 
disposable razor - weil, probably 
a little sharper than that. But to 
complicate matters, a few civilians 
remain in an evacuated area and 
neither they nor the hostages must 
be harmed by you and your men, 

Your squad is on foot patrolling 
through the vertically scrolling 
streets of LA You control the 
leader of your team, who is at the 
front of the patrol. When the 
terrorists home in on him , lobfo*ng 
grenades, he must move fast - and 
risk the hidden snipers. 

If the leader falls in action, his 
place is immediately taken by 
another squad member; when he 
in turn needs a body bag, the final 
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► Los Angeles Sprites Wander Around Tediously 



man is on his own. 

Each member of the team is 
equipped with a gun, but only the 
leader's can be controlled. He can 
fire m the direction that he moves, 
and diagonally - always taking 
care not to hit innocent civilians, 
which knocks the points off him. 

Reach the junction where the 
terrorist leader hangs out, and 
you'll find those hostages. Now 
things can really get tough. 



L 



CRITICISM 



i 



• 41 My, Los Angeles SWAT, what 
slow graphics you've got! My, 
Los Angeles SWAT, what limited 
sound you've got! My, Los 
Angeles SWAT, what ludicrous 
colours you usel My, Los Angeles 
SWAT, what awkward controls 



you've got! 

"All the better for selling me 
off cheaply with.' " 
HTM 36% 

# " The graphics and colour tn 
Los Angeles SWAT are awful - 
curious checkerboard blocks ere 
meant to represent buildings, 
indistinct 2-D tine drawings pass 
for upturned cars, pooriy- 
animated characters fitter the 
gaudy background, if the action 
was more exciting this might be 
forgivable (as might the colour 
clash), but the controls are 
awkward, the gameptay is 
repetitive and even the sound is a 
tetdown. " 

MICK 22% 



COMMENTS 



j 



Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: poorly-defined charac- 
ters, bad use of colour 
Sound: very basic 
General rating: a poor vertically- 
scrolling shoot-'em-up 



Presentation 


30% 


Graphics 


21% 


Playabilrty 


31% 


Addictive qualities 


21% 


OVERALL 


26% 



MERLIN 



Producer; Firebird 
Retail price: £1.99 
Author: Mike Westlake 



eiiin the magician has 
been absent-minded - 
and he's ended up 
searching the dank passageways 
of King Arthur's Camelot castle for 



his lost magical powers! 

To reactivate his stock of skills 
that would leave Paul Daniels 
floundenng, Merlin must collect 
the magic stars that lie In 



P- Five foot two, sprite el blue . . . has anybody seen his spells? 




Camelot 's horizontally- scral ling 
passages and rooms. 

He can collect them merely by 
walking into them, but the 
positions of some are sure to test 
his agility, speed and ingenuity. 

And Camelot is an ancient 
strange and mysterious place. 
Bats, small ghosts and bewitched 
sweeping brooms occupy dark 
rooms, just waiting for Merlin to 
walk in . . , 

Merlin's remaining life force is 
grimly displayed by an emerging 
gravestone at the bottom left of the 
screen, and he's got just ten lives 
to recover those lost powers - if 
he's ever to say another 
abracadabra again. 



CRITICISM 



# 41 The eponymous Merlin is 
just too big! He just towers over 
everything else, and you get the 
feeling the sprite may fall over 
any second . And the sc reens are 
very cluttered, with small 
monsters and objects all over 
the place . , . 

The collecting idea is old hat 
and boring, the title tune is very 
basic, but at least Merlin is nicely 
colourful - if you like stray blobs 
of colour chucked all over the 
screen. " 

NO 35% 

• M Merlin isn't very original, a 
kind of fatter-day Jet Set Willy 
without much of the fun. The 



gameplay itseif is quite addictive, 
though f 'm sure some of the rooms 
are impossible to comptete. Its 
very fast-moving and requires a iot 
of precise joystick work - perhaps 
too much - but you 're given plenty 
of lives to play with, and real 
progress can be made. 

But don't be fooled by the 
screenshots on the infay: the 
graphics are big, bold and 
cofourful, with varied and 
interesting backdrops, but when 
the sprites start to move it's a 
different story. Glitches in the 
animation and a kind Of 
transparency' afflict them - and 
because of this it's ludicrously 
easy to hide from ghosts, " 

So though there are lots of 
locations to explore, the simple 
idea doesn't hold long-term 
rewards - and the minimal 
instructions don t hefp much, " 

53% 



COMMENTS 



1 



Joysticks; Kempston, Sinclair 
Graphics; large, colourful, but 
very slow and flickery 
Sound: irritating 

General rating; a simple collect- 
ing game with too many graphical 
problems to be really playable 



Presentation 33% 

Graphics 57% 

Payability 41% 

Addi cti v e qu a I ities 39% 

OVERALL 40% 
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ENERGY WARRIOR 



Producer: M.A.D. X 
Retail price: £2,99 
Authors: Binary Design 

It is the year 2079, and the 
decaying, polluted earth values 
more than ever its precious few 
acres of unspoiled nature, As a 
warden, you are responsible for 
maintaining the health of one such 
area. 

At first all you had to do was 
some tidying up and the herding of 
animals, but now things have 
changed. A distant star has 
become a supernova, and 
Wavaren, creatures that inhabited 
one of its encircling planets, have 
found a new home - in your 
reserve. So your job description 
has been rewritten to include their 
destruction. 

The reserve consists of forest, 
ocean islands and rocky desert: 
these three regions are further 
divided by force fields into ten 
areas, with aura energy 
maintaining their original condition 
in each, But the presence of 
Wavaren reduces this energy, and 
if it it ever reaches zero level the 
area dies. And if throe of a region's 



areas are wasted this way, you've 
lost. 

The Wavaren fjy around in an 
aerial cornucopia of jellyfish, fairy 
cakes, molecules and rotund craft, 
showing off and manoeuvring 
around your small fighter as it 
skims above the horizontally - 
scrolling landscape. 

Your fighter is equipped with 
forward-firing lasers - it may take 
a few blasts before some robot 
craft succumb - and several blitz 
bombs that annihilate all the 
Wavaren onscreen. 

When some Wavaren vehicles 
are destroyed, a series of icons 
temporarily appears and other 
sections can be reached, your life 
substance increased, extra 
bombs acquired Or your fighter's 
power improved. 

They never told you 
environmentalists would be like 
this when you joined the Green 
Party . . . 



CRITICISM 



# " Though graphically quite 

§ood, with neat backgrounds, 
nergy Warrior has tittle content, 




► Wavering Wavaren warfarin 1 - but wait till you see the B-side 



Horizontally- scrolling shoot- em- 
ups are all very well, but unless 
there's some remarkable feature 
they can be quite dull and 
unplayable. " 

MIKE 40% 

• w Energy Warrior is a pretty 
ordinary horizontally- scrolling 
shoot-'em-up, quite playable 
but offering nothing original. 
There are plenty of landscapes 
but they're all slightly too easy 
to complete: it's just a matter of 
finding a safe place and learning 
the attack formations, which 
soon becomes tedious. 

Graphically it's reasonable, 
with smooth but slow scrolling 
and fairly wall-drawn and 
detailed sprites (they're a bit 
bland, though). The 
backgrounds are colourful and 
varied, though slightly garish, 
and each level has its own 
character and atmosphere. 



Molecule Man, the B-side 
game, is much better. " 
GORDON »m 



COMMENTS 



Joysticks: Kempston, Sinclair 

Graphics: slow scrolling, good 

varied backgrounds 

Sound: pip pip! 

Options: free' B-side maze 

game, Molecule Man (85% Overall 

in Issue 30) 

General rating: far too easy, but 
maybe worth getting for the 'free" 
game! 



Presentation 


43% 


Graphics 


53% 


Payability 


45% 


Addictive qualities 


40% 


OVERALL 


45% 



BMX KIDZ 



Producer: Firebird 
Retail price: E1.99 
Authors: Zeit Corporation 

that practising on your 
BMX would make even the 
ihardest bottom saddle- 
sore - but it's worth it if it helps you 

J ROGER (_ 



" I've seen a lot of games 
{particularly budget games! 
using the theme of BMX 
racing bikes, but BMX Kidz is 
actually enjoyable to play! ft 
incorporates many smart 
touches such as riding 
straight through larger-than- 
life cans of Coke for more 
energy. The game gets really 
really addictive when your 
energy is at Its- full potential 
and whenever you go over a 
ramp your rider just flies over 
all the other competitors. 
Though BMX Kidz is 
extremely addictive the 
graphics get a little confused 
when the race is at its most 
exciting, and the game needs 
a rousing tune. But BMX Kidz 
is one of the best budget 
bicycle motocross games on 
the market. i+ 

68% 



beat the BMX Kidz. 

Si* tracks await your wheels. 
Each has a series of undulations 
and leaps for you to negotiate and 
a clutch of fellow BMXers to 
compete against. 

Riding your bike brings on quite 
a sweat, and every pedal rev uses 
up more of your energy, Those 
falling reserves need to be 
promptly replenished with some 
hefty sw?gs of Coke. Cans of this 
brown, fizzy beverage stand on the 
track and these are collected by 
riding into them. 

But energy isn't all that you have 
to worry about, for though your 
wheels are sturdy, they can't stand 
too much punishment. Crash 
down hard on them after a high 
leap, and the spokes break very 
easily. Replacement wheels, like 
the cans, can be gathered at 
various points along the way. The 
number of spokes that your bike 
has available are shown at the top 
left of the screen. 

And there's always that ticking 
clock, counting away those 
precious seconds thai remain to 
complete the course. If the first 
track seems hard, it's an easy ride 
compared with what comes after. 
Each extra foray on the BMX 
course becomes much harder, 
and your fellow competitors have 
become much better, jostling you 




for the Coke cans and spokes 
which they can all too easily 



JbymL 



"The small play area cramps 
the game and the graphics. 
Had more room been 
allocated to the game and 
less to the scores and energy 
meter it might be easier to 
enjoy BMX Kidz, Despite this 
the game is still great to play. 
Controls are responsive and 
the cute graphics are fun to 
watch. Desperation is the 
main part of the game. You 
rely on no one drinking your 
Coke (spot the product 
placement). So when your 
energy brings you close to a 
hart and all the other riders 
drink your Coke the situation 
gets dire. n 

71% 



deprive you of. To add further to 
your difficulties, you need to 
complete a sufficient number of 
'tncks" such as wheel ies and other 
stunts to qualify for the next round. 
However spend too long 
performing and all the Coke and 
wheels are taken by the others. 

_iCOMMEN TS[ . 

Joysticks: none 
Graphics: confusing and 
Inaccurate 
Sound: none 

General rating: a poor but 

playable imitation of 
Mastertronic's Kikstart ft 
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KIKSTART II 



Producer: Mastertronic 
Retail price: £1.99 
Author Paul Murray 

D -biking is a sport for those 
with nerves Of steel , terrific 
bike control, and the 
strength to survive being thrown 
off their machine countless times. 



J NICK L 



" Once you've mastered the 
controls and adjusted your 
eyes to the colour Kikstart II 
is quite playable, But the 
course designer is extremely 
hard to control, and it's 
1 irritating when you can't turn 
it off and go back to the 
game, though some good 
designs can be created, 

The presentation of 
Kikstart M is good, with an 
excellent title screen, and 
you soon gat used to the 
slow scrolling. Yet with much 
more exciting racers like 
ATV Simulator on the market 
this can only be a second 
choice. " 

m 



In Kikstart U, the sequel to 
K>ks.'rirt. two nuers compete on ? 
ho n?ont ally-split screen, each 
crossing an identical course of 
awesome obstacles ranging from 
simple, rough terrain and steep 
ramps to rows of pounding pistons 
and incinerating plumes of flame, 
Springboards can send a biker 
high into the air, gates and brick 
walls require steady riding, mud 
patches that can bog down the 
best. 

So each rider must control his 
bike with skill, accelerating and 
braking, do>ng wheeli&s and 
jumping high when required. Only 
experience can teach you which 



J MIKE L 



" Kikstart II is everything 
Code Masters's ATV 
Simulator should have been. 
The tack of sound is 
annoying (the 
Commodore 64 version has 
an excellent tune) but the 
rest of the game holds up 
superbly. It's playable and 
addictive, with good and 
surprisingly smooth 
graphics and little colour 
clash. 



nding technique is required when. 

At every riding session five 
courses from a possible 24 can be 
chosen or randomly selected: a 
target time is given for each course 
together with a total for all five. 

No matter how many times the 




riders take a tumble, they always 
remount - no lives are lost. But 
valuable time speeds on at twice 
the normal mtr.:. 

Ustng the course designer you 
can redefine keys, construct a new 
course or modify an old one, and 

se! up obstacles to provide the 
most testing of dirt -bike 
challenges. The new or modified 
course replaces one of the original 
rides. 

_J COMMENTS l_ 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: unbearably slow 
scrolling of a detailed but 
colourless background 
Sound: silent 4&K version, 
simple 128K 1une 
Options: definable keys; 
course designer 
General rating: only I he 
course designer gives this 
simple game long-lasting 
appeal, and only Mike's Smash 
rating caused this high Overall 
percentage 



Presentation 72% 

Graphics 67% 

Payability 79% 

Addictive qualities 76% 

OVERALL 77% 



I JET BIKE SIMULATOR 



1 



Producer: Code Masters 
Plus 

Retail price: £4.99 

Auth ors : The Oliver Twins 

Skis and BMX bikes are 
things of the past for Code 
Masters - now the kings of 
low-rent simulations are zooming 
into a new label on jet bikes, 
personal skimmers of the future. 

The rider stands on a jet bike s 
back as it slips across the water's 
surface, And Jet Bike Simulator 
offers 24 courses, with settings 
that range from lakes and coasts 
to docklands. In each the jet bike 
must be steered around numbered 
floating buoys, taking them in 
sequence,, to complete a lap. 

There's a strict time limit, so 
luckily control of the jet bike is 

_J NATHAN l_ 



" Jet Bike Simulator is a very 
fast, al faction colourful 
creation. Manoeuvring the 
jet bikes is difficult at first - 
they tend to slide about all 
over the place - but getting 
the speed and skilful 
swerves right is all part of the 
fun. I loved Jet Bike Simulator, 
though I didn't win a race! " 

75% 



JgordomL 



" Behind the self-congratulatory inlay, the excessive hype end 
the amateurish poster of be stub bled yuppies lurks a very good 
game. 

The presentation is excellent, with a wide range of options, 
speedy loading of new courses and a large, informative and 
colourful display. And there's a wealth of circuits and graded 
difficulty levels which are genuinely different and challenging. 

But graphically Jet Bike Simulator is inconsistent. Using arrows 
to represent jet bikes just isn't good enough, though the trails 
they leave In the water are effective, and the backgrounds range 
from abysmally indistinct to very pretty. 

The control method is the standard Code Masters inertia I 
sprite-guidance system given a couple of tweaks; it's very 
frustrating to begin with, but addictive once you can start 
anticipating obstacles and speeding around them. 

There ere two major criticisms, however. The drones always 
take the same route, so there's no real racing; and the £4.99 Code 
Masters Plus price is too high for this kind of essentially simple 
game, add-ons and difficulty levels notwithstanding. H 

76% 



simple. But forward thinking is 
required for successful steering; 
the jet bike can, under thrust, 



overshoot a corner and head in an 
entirely inappropriate direction. 
The courses aren't always 




simple, and a skilled jet biker can 
navigate around bridges, leapover 
aquajumps and avoid great 
clogging banks of weed, 

After the completion of a course, 
a performance table gives the lap 
times of the player{s) and the 
computer-controlled drone 
racers, the best recorded lap 
times, and scores and time 
bonuses. 

/ COMMENTS L_ 

Joysticks: Cursor. Kempston, 
Sinclair 

Graphics: small and 
indistinguished; there's lots of 
colour but the bikes get lost in 
the white dots {spray) they 
create 

Sound: crackty speech on the 
title screen, acceptable title 
tune, poorly-used spot effects 
Options: standard and expert 
(more difficult) versions - the 
Plus aspect of Code Masters 
Plus; one or two players: 
action -replay option 
General rating: this is a good 
treatment of the jet-bike theme 
smothered with presentation, 
but the basic game istoo much 
like 8MX S/mu/aforand Grand 
Prix Simulator 



Presentation 


80% 


Graphics 


67% 


PI ay ability 


72% 


Addictive qualities 


76% 


OVERALL 


75% 
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TOP GAMES 
MARCH 



The three charts compiled from the votes of CRASH readers are the 
most realistic way of gauging the popularity of Spectrum games - 
K is the games that are being played that get the votes, not the 
games that are in the shops this week or month, 

And the votes are important. It's up to you to fet us know what you 
feel, so fill in the voting forms which live on the results pages to make 
your voice heard. 

If you don't want tocarve up your issue of CRASH, we understand, 
Use a photocopy it you like, or copy the details from the voting forms 
onto a postcard, or the back of a sealed envelope, and send thai lo 
us instead 

Apart from the satisfaction of registering your vote, there's always 
the chance of winning a prize. Each month we draw 1 5 winners from 
all the voting forms received - five for the HOTLINE, five for the 
ADVENTURE and five for the STRATEGY chart. 

A lop prize of £40 worth of software (your choice, not ours) and a 
CRASH T-shirt is awarded lo the first slip drawn from the HOTLINE 
votes, and another £40 of goodies and a shirt goes to the 
ADVENTURE and £40 of goodies and a shirt goes to the STRATEGY. 

Four runners-up from each balJot box collect a CRASH T-shirt and 
a CRASH Hat So get those votes in lo the CRASH HOTLINE CHART, 
CRASH ADVENTURE CHART and CRASH STRATEGY CHART: 
PO Box 10, Ludlow t Shropshire SYS IDS. 



Sometimes they go up, and sometimes they go down - but very 
rarely do strategy games actually leave or enter this quiet chart. 
Vulcan, with 16% of the vote, has little problem holding on to the 
Number One spoL 

Tom Hoi stem wins (the top prize* and runners-up are S A Rogers 
of Poole in Dorset; Nathan Hill of Woking; A Morgan ofFakenham 
in Norfolk: and William Craigens of Middlesbrough. 

Rom ember - top price* lor all three charts are EGO next 
month! Grab the chance, and post you r votes soon. 



Match Day was CRASH reader*' all-time Number One (as 
revealed in the Christmas Special}, and the sequel has gone 
STRAIGHT \H at Number One! (At least we Smashed it, unlike Its 
distinguished predecessor..*) The Ocean/Imagine grouping 
also holds the Number Two spot with the streetwise Renegade. 

R Kunikowskf of Coventry fists Gauntlet, Zynaps, and Ertduro 
Racer among his top five favourites, And just for the trouble of 
writing mem on the back of a postcard he gets this month's first 
prize - software worth €40. the four lucky runners-up, who each 
receive a T-shirt of their choice (so long as it's a CRASH one), are 
John Macintosh of Qfossop in Derbyshire; Neil Comerf ord who, 
tike the winner, fives in Coventry; John Burnham of Stamford in 
Uncoinshire; and David Brown of Stanford-Le-Hope. 



Strategy Top 10 



if*; 


VULCAN 


CCS 


2(3) 


LORDS OF MIDNIGHT 


BEYOND 


»« 


ARNHEM 


CCS 


4(0) 


DOOMDARK'S REVENGE 


BEYOND 


0(4) 


DESERT RATS 


CCS 


9(9) 


REBELSTAR RAIDERS 


FIREBIRD 


7(8) 


THEATRE EUROPE 


PSS 


0(9) 


TOBRUK 


PSS 


9 (10) THEIR FINEST HOUR CENTURY HUTCHINSON 


io m 


BATTLE OF BRITAIN 


PSS 





1 Hotline Top 20 


1 (M MATCH DAY II 


OCEAN 


11 2/5/ RENEGADE 


IMAGINE 


II 3(f) EXOLON 


HEWSON 


Ji 4/4) ENDURO RACER 


ACTIVISION 


1 $ffl GAUNTLET 


IMAGINE 


1 6/0 ZYNAPS 


HEWSON 


j 7 (m HEAD OVER HEELS 


OCEAN 


II IN COMMANDO 


ELITE 


1 9 07 MATCH DAY 


OCEAN 


lllO/H OUTRUN 


US GOLD 


I|l1 (121 ELITE 


FIREBIRD 


12/91 STARGLIDER 


RAINBIRD 


13 (f 41 PAPERBOY 


ELITE 


14 #f f J COBRA 


OCEAN 


15 18} BUBBLE BOBBLE 


FIREBIRD 


16 If OF MERCENARY 


NOVAGEN 


17 dm QUAZATRON 


HEWSON 


DRILLER 


INCENTIVE 


f 9 (1 51 BARBARIAN 


PAUCE 


20/*) THUNDERCATS 


ELITE 



Not much change this month - the top five peaces only wiggle 
around 8 hit, with TTie Hob bit still leading the way. Ons surprise: 
The Pawn from Ftainbird bounding up the chart to Number Six. 
US GoW's Kilted Until Dead still hasn't made Its mind up -it's been 
In and out of the charts for months. 

Anthony Woodcock of Wakefieid gets the big prize, and 
Thunder cats, Renegade and Athena are among hfe choices. 
(Wakefield's obviously a bit of a Potent area.; Four fortunate 
adventurers are runners-up; a Welshman, Martin Owen of 
Gwynedd; a Cockney, Robert Caldecott of London SW1S; a 
Northerner, Paul Ratclfffe of Bamsiey; and a Southerner, 
J Coma* of Windsor. 



Adventure Top 20 



1 /« THE HOBBIT 


MELBOURNE HOUSE 


2 (4t LORDS OF MIDNIGHT 


BEYOND 


3 (3i STORM BRINGE R 


MAD. 


4 (21 SPELLBOUND 


MAD. 


5 (51 DOOMDARK'S REVENGE BEYOND 


6 (151 THE PAWN 


RAINBIRD 


7 mi THE BOGGIT 


CRL 


8 /If J RED MOON 


LEVEL 9 


9/7) KNIGHT TYME 


MAD. 


1 0 ffl HEAVY ON THE MAGICK 


GARGOYLE GAMES 


1 1 IBl LORD OF THE RINGS 


MELBOURNE HOUSE 


12/10) THE BIG SLEAZE 


PIRANHA 


13 (141 FAI BLIGHT 2 


THE EDGE 


1 4 H KILLED UNTIL DEAD 


US GOLD 


15 (121 GREMLINS ADVENTURE INTERNATIONAL 


16 (IS) DUN DARACN 


GARGOYLE GAMES 


17/20) DRACULA 


CRL 


1 8 H NEVER ENDING STORY 


OCEAN 


1 9 /-) THE PRICE OF MAGIK 


LEVEL 9 


20 H BORED OF THE RINGS 


CRL 




VIDEOFACE 





life 



TO CONTINUE OUR CELEBRATION OF THE YEAR Of THE ROBOT 

WE ARE PROUD TO PRESENT ANOTHER SET OF" UNIQUE OFFERS TO 
SPECTRUM OWNERS: W> off the VIDEOFACE. £\S OFF THE MULTlPftJNT and 
OFF THE MULTiFACE 128. YOU NEVER HAD IT SO GOOD 1 




J1.TIIMMN7 




AT LAST: THE MOST VERSATILE AND YET 



EASIEST TO USE SPECTRUM PRINTER INTERFACE 

FULLY compatible with Spectrum ( ♦ ). Spectrum 1 28. Spectrum 2 + U 28K & 48K ) 

and with add ons like Interface 1 . Opus Discovery. VTX 5000. etc. 
INSTANTLY usable - has EVERYTHING you will am need in its SK ROM and 8K RAM 
FREEZE burton - to aclivate MULT1 PRINT anytime - STOP any program. LLIST it. SAVE or 

COPY screens, use built-in MULTI-TOOLKIT, (rejset MULTIPRINT, LPR1NT, etc 
A JOY to use - MENU -DRIVEN with screen prompts, one touch commands, fully error-trapped, etc 
FULLY PROGRAMMABLE - line feed, width & spacing, margins various COPY types (text. KHres. shaded? 

and sizes (whole or parts, standard or larqe). tokens - all can be instantly set AND programmed in BASIC # >; 
IV.-^i .SK RAM EXTENSION + built-in MULTl TOOLKIT » 1.2m pnnfer cable* Compatible wiih GLN[[ 




wAiYiWJ* EVERY SPECTRUM OWNER 

9 SHOULD HAVE ONE y 

■ FULLY juL^rat* <rd dm ; * |H?^ 

As iong as you Iffww how to load a gam, MULTlfACB wilt COPY it at a touch of j button! ^ (WHfr 

Hatmg urod a game, you CM rwevw it or nMJ tfr faler as you ppaf^WH^^Wm ^Tjjj 

MrtAour MULTtFACE attached and run whttf yeu stopped and SA ¥£&- T SSL flfc 

I Hi 

HUL TfFACB can «fer « SCflEflVS «ty and CCW r SCflf £ NS to print**. W 



l (T I 




iKo to WAfADRlVt BFT- 
Work* *r> *an -nodp on Spectri/ 





T)1€Y€ftK Of T\K RJIBOT 



lMULTiFfi.CZ 3 



TBi/iw+j-THE BEST AOD' 0 * 
FOR MULTIFACE 3 



NOW YOU HAVE 

IHE PLUS 3 DISC SOLUTION" , mt 



. J n the beginning there was the 
I Spectrum L tats at people bought 
I am Lati of flther people wrote 
games tqr the Spectrum, and loll ol 
people bought lhaw as well 
But there was a snag 



1 not for so 
hot tor computer software. Slow, 
unreliable and frustrating were 
» of the binder terms used tar 



Maw there"* the 12SK . 3, * games 
tatbiiK that has all its software on 
tape and buift in disc drive , , . 
Guess whil Romantic Rebel has 



aunt*. H ua'l do much more than 
128K 3 Basic does, but It does It hi 
the middle of pfopftPits. 

The main purpose ol the 
Multirace is to get things en to disc. 
As we II as the simple Saw and Lad, 
it's pot a law other wicks uf 
interface. You can, for eiample, use J 
the disc from 4#K mode. Lots ol 
people ge! ei tiled by this, 

met things thai the Multirace 
can do is allow you to erase a tile to | 
make room on a disc, in case vou 
need to save something in mi d-gam 
and can't gel to Basle to do the 
deed, Tou can't Femat a disc froml 




Mult i race % t that's whet- Plug it 
into four iaK 3. and load a gene 



yob can poit il an to disc at any 
stage, yours to load In a trice at a 
whim's notice. Muttiface works by 
■railing tor the program to load and 
rev. Tee* it takes scopv, and as the 

gram was running at tee time, it 
will run whan the copy is loaded 
ack later 

Tht tape 1c disc function of the 
Mullitace 3 would be enough to 
recommend it to anyone. But (here's 
re. When Hi fed button is 
ssed, a whale range of lunctions 
appears Tou can look through ftf 
1Z8K f n memory, altering it at 
will. High scores have never been so 
easv to obtain. Memory can be 
displayed as hexadecimal, decimal 
BHeit All of 1het26K-3 a s12«( ol 

cart be liddied with, not just 
the m 's worth thai Basic has 
access In. 

You can also print out areas of 
memory and screens in a variety ol 
different forms The MulUfate 3 can 
to the same types of graphics 

nps as its brother Multiprinr, 
straight tent. Spectrum style Copy 
awl a couple ol shaded screen 




automatically, and doesn't Save 
empty areas of memory. These two L 
leatures mean that you can gel (for I 
enample} more than three games on I 
the 1 70-odd K allowed you per disc I 
s«e. Bel you cm turn those 
«ff. II need be. 

tod by me 
line menu and 
urf ilace 3 is 
valid inputs., 
and didn't crash or otherwise 
misbehave at all. And I did try to 
confuse it. 

More than that, what can I say? i 
enjoy a goad rent, mast reviewers 
do, but the Multifaco 3 seems set on 
continuing the Romantic Robot 
tradition of doing the job reliably. I 
can't even complain a little. 

Any 128K - 3 owner will find It a 
wonderful device, indispensible 
even - I'm not giving mine back 
without a fight. I expect to see the I 
usual ertre programs appear lor the 
best in due course (Genie et al), 
whereupon not owning a Multrface 3 



LIFEGUARD is an infinite life Tinder, Install it into 
the MULTIFACE I or I 28, load a game, press 
the MULTIFACb's button and LIFEGUARD is 
ready to took for infinite lives, ammunition, etc. 
Once it finds it, your ptaymg and score will never 
be the same you'll win again and again - 
and for £6.95 ONLY! 



KCEBFTS FROM REVIEW IN | 



THE YCAR DF TH€ ROBOT- BC PflRT OF IT 



I enclose a cheque/PO for C inc1 p4p t0 JK « Europ* 



or debit my 



Name Card expiry.. 

Address 



C 1 00 □ Overseas 

t 39 95 □ MULTIFACE 12B 

E 9,95 □ GENIE 12B 

tMULTIFACE THRE E £ 44 . 3 5 □ M3 w /l ^_pu jpftpofj 



MULTIFACE ONE 
GENIE ONE 



E 2000 
t 39/95 □ 
£ 9,95 O 



MULTEPRINT C 29.96 □ 

LIFEGUARD t €.95 Q 

SPECTRUM + 3 JllSCS t S-750 



t 49.95 rj| 
VIDEOFACE DIGITIZER C 44.00 □ 
MUSIC TYPEWRITER t 7.95 □ 
SPEC +3 TAPE LEAD C 2 *5 Q 



B#ii W B BC B?M* ■ ■ I ) 54 De 



in&croft Awe. London NW9 SEN 



lift 24 ^ E3301-200 8870 





THECLASSIFIEDS 



CRASH BACK 
NUMBERS 

I HAVE CRASH issues 7-21 except 9 & 
14, The highest offer tor each mag sec- 
ures Send S.A.E lor guaranteed reply 
Write to: D, Laryea, \9Crinan Grove, Bur- 
ton Manor. Stafford STI79PU Now! 
SWAP CRASH ISSUES 13 to present. 
Want June. July and August issues, ST 
Update and Qulckshot Turbo or £20, Issue 
19 MIA Phone: 0226 200177 attr 6pm 
and ask for Mane 

I WOULD LIKE to buy old back issues of 
Crash al cheap prices, £2 - £3 Numbers 
1,2, 7 to 11 awl finally 13. Thank you. 
Tel; Lye 6575 ask far Darren. 
WANTED CRASH 1 - 1 2, 14, IS & 20. Will 
pay £2 each. Prone: 0952 61 641 D ask 
for Mr R C Armstrong, 
WANTED CRASH numbers 43 and 44 for 
a reasonable price of El. Phone Forfar 
66197 for details, ask for Glenn. 

FANZINES 

SHARK QUARTERU a professional 
magazine on tape for El , Includes news, 
reviews, articles, programs and pokes. 
For issue one send money to Andrew Cul- 
Ion. 237 Preston fid, Standby, mm WN6 
ONE 

WIPE0UT! an ace fanzine, soon to hit the 
roads. Send a list of software you want, 
swapping plus any hints, pokes or tops of 
any games, new or old to: Gavin Matte* 
son, Half moon p.h t Tonhrldge Road, Hit- 
oenborotjgh,KentTNl1 9HJ- 
MAD new brilliant and cool fanzine. Con- 
tains puzzels, Jokes, true stories, amazing 
tacts, ■comic strips, game previews, 
pokes and codes. Send a S.A.E. to; John 
Smith, 55 Lanottote Rd t Liverpool L15 

GREAT NEW FANZINE for details of lap* 
persend 50p to: Chris Leggett, 26 London 
Bd r Hertford Heath. Herts $G13 7PN. Tel. 
Hertford 587799 stale issue one or two. 
A NEW FANZINE issue 2 out now. Sand 
40p to: Extra, 18 Norton descent, Bat- 
dock, Herts S67SBE 
INSTANT ACCESS poke mac. For Mul- 
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lilac e and date* Snapshot 100 games 
pokes, issue 2 out now, only £1. To; 
Catherine Redgrave, 30 New Barton 
Street Safford, Manchester W 7WW. 



HARDWARE SALES 



SPECTRUM 48K with Interface, Micro- 
drive, 115 cartridges, Interface 3 and 
over 500 games. All for £200. Tel: 01 657 
8429 ask for D Collins 
48K SPECTRUM Interface 1 , Microdrive, 
Joystick, Lightpen, Mouse with Artist II, 
Sound Sampler, Currah Mlcrospeech. 
Worth over £630 with over 30 original 
games. WW sell for £320. Tel; 0302 
66220 ask for Nick 

GOOD HOME NEEDED for a 12 month old 
Spectrum 12SK. Also includes 5 128 
games free. If interested contact; Russel 
or. 0480 300456 after school hours. £100 
the lot 

SPECTRUM 48K with over £200 worth of 
original software. A bargain at only £75 
ono Tel 0625 585465 ask for David 
SPECTRUM Interface, Microdrive, Mul- 
tiface. Joystick. Tape Recorder, over 
£350 software including Sentinel, Merce- 
nary. Nether Earth and 6-Pak worth over 
£650 only £165. All boxed. Phone; 0628 
72184 ask for Damon. 
FOR SALE Rotronics Wafadrrve with 
seven 64 k wafers, plusMultiface 1 , worth 
£60. Phone: 0494 712695 ask for 
Raymond . 

SPECTRUM 128/48K (or sate, includes 
i 2 B/W T V. , Seikosha Printer and Serial 
Printer, Tape Recorder, light Pen, Joys- 
tick and Interface plus £1000 worth of 
software. Will sell for £550 ono Tel: 0535 
681691 alter 6pm, ask for Mr R Davles. 
FOR SALE 48K Spectrum with Saga 3 
Elite keyboard, OK double Joystick, Inter- 
face, Games, Tasword, Processor. 
Kempston Centronic Printer Interface, 
Reset Switch, worth £330, Price El 60. 
Also Rotromcs Wafadrive with seven 64K 
wafers, plus Multlface 1 . Worth £100, sell 
lor £60. Tel- 0494 7T2S95 ask for 
Raymond. 

A BRILL 4BK SPECCV for sale, with many 
many games, all packed for £100 ono. So 



write now to: Michael Beake, 79 Sinclair 
Avenue, Banbury, Qxort 0X16 7SQ. Tel: 
66374 

ZX SPECTRUM for sale Kempston Inter- 
face. Gunshot Joystick. Spy Hunter, Daley 
Thompson's Decathlon and a few £1.99 
james. Ail for just £40 Tel- Medway 
65937 ask for Matthew. 

SPECTRUM 128 with Chseiah Joystick 
plus interface. Also over £500 won* of 
software and Data Recorder. Will accept 
£1 80 ono. Brilliant condition , A great big 
oergkt. Tel: 0642 564207 ask for Glen. 
SPECTRUM PLUS lor sate. Ram Turbo 
Interface, Qulckshot Joystick, original 
games valued at over £100. including 
Paper Boy, Great Escape and Micronaut. 
£1 20 ono for all. Tel: 0663 42433 ask for 
Stephen 

SPECTRUM 48K plus Tape Recorder, 53 
new anginal games Including. Cobra, 
Gauntlet, Great Escape and many more, 
plus magazines. Worth £200 sell for 
£1 00. Tel 07B4 253543 ask for Gary. 
SPECTRUM 2 Cheetah SpecOrum, Light 
Pen, Joystick, Adaptor. 40 tapes includ- 
ing Art Studio, Star Glider, Gauntlet, T I 
Racer and books. Excellent condition, 
only 10 months old £215 ono. Tel: 0428 
713034. 

ML L TIF ACE 128 for sale, unused and still 
boxed, worth £45. Will sell for £25. Nigel 
Palmer, 20 Gienalmond, Norwich, NR4 
SAG 

SPECTRUM 128 for sale with joystick 
double interface, dust cover, £170 of 
software including PA W. Barbarian, Wrf- 
can, and Micronet One Musical Keyboard 
extra. Tel: 0291 8 207 ask for Nicholas. 
MULTIFACE 128 for sale (£45) 3 months 
use. Unwanted gift, will sell for £30 Tri 
0442 485000 ask for Andrew. 
SPECTRUM 2 over 45 games £120. AMX 
Mouse. Art Studio £35, Opus Disc Drive 
Discs £70 Kempston Printer interlace 
£25. All exceflenl condition. Tel: 0670 
72214 ask for Jamie. 
FOR SALE SPECTRUM 128 Tape Player 
fall boxed), manual and over too games 
all worth about £700 - offers around 
£300. Tel: 0949 43065 ask for Ian. 
SPECTRUM 4fiK cassette recorder, inter- 
face, joystick, nearly 1 00 games includ- 
ing. Exploding Fist, Uridium, 1942, Space 
Harrier and Commando, also manuals 



Good condition, only £75. Delivery possi- 
ble. Tel: 01 232 1988 Day or 01 237 
3970 evenings, Ask for I Hussein. 
SPECCY 128 guaranteed 8 months, 
boxed. As new plus Joystick, interface, 
over 110 original games including, Star 
Glider, Tai Pan, Siienl Service, Vulcan and 
Dracula, £220 ono. Write to; Ron Allen, 
156 Longshaw Drive, Worstey M28 6BB 
GETTING 3 so accept £1 1 5 ono for Spec- 
trum 48K, Muftiface 1, Cheetah Joystick. 
Wafadrive. word processor. 64K Wala. 
Leads, Manuals and £50 worth of games 
Tat; 01 657 5152 after 4.30pm ask for 
Gary. Might split. 

MINT 128K plus Low Profile Recorder all 
boxed. £500 ol original software, £1 00 of 
books and mags, Total value £800, offers 
arund £300 to £350. Write to: John Mor- 
ton, 7 A Balfour Street, Burton Upon Trent. 
Staffs DE1 3 0TT. 

ROTRONICS WAFADRIVE £25 128K 
Wafer. Top games including, Endure 
Racer Datel Joystick Interface £5. All 
new and working Write to: Chris 
Jackson, 3 Albion Terrace. Lexham Road, 
Lttcham, Kings Lynn, Norfolk PE322QQ 
SPECCY Rubber Keyed, Backpack (On/ 
Off, Save/Load Switches, Volume Con- 
trol) , ZX Printer with 5 rolls of paper. Cas- 
sette Recorder, 1 00 games, Crash mags 
16-45. £100 the lot Postage paid! Tel: 
033483 B901 evenings, ask tor Lee. 
SPECTRUM Cassette Deck, Joystick, 
Double Interface, Muttiface 1, 120 
games, It & mags In binders. All for £350. 
No offers Wnte to: John Russell. 95 
Woodside Avenue, SBenfieei, Essex SS7 

4m 

SPECTRUM boxed with Joystick Inter- 
lace, over £300 worm of software, print- 
er, Joystick and mags, As new. worth 
over £500, sell for £120. Write to: G 
Bockley. 72 Appietree Gardens. Watker- 
tfft Newcastle Upon Jyne NE6 4SU. 

HARDWARE 
WANTED 

WANTED 48K SP£CTHUM with joystick 
and Interface, in good condition for about 
£20 - £30. Preferabfy in reasonable dis- 
tance from Nailsea, Nr.Bristol. Tel: Chris- 
tian Kent on 0272 852244. 
WANTED MULTIFACE 1 with instruc- 
tions, must be reasonable. Also interface 
1 and microrjrive. Tel: 0222 560253 (ask 
for Steffan). 

MULTIFACE 128 Geniesoft coare plus 
instructions. Willing to pay between £30 
- £40 or any reasonable offer. Contact: 
Mark on 021 7782014, alter 5pm, 
WANTED MICRODRIVE or Interface or 
both! Does not matter what condition 
Would swap for Light-Pen cursor rnterace 
joystick. Write to; J P Calvert. 43 winder- 
mere Avenue, Queens Perk. London . NWS 
6LP. 

WANTED any Spectrum compatible 
modem with subscription, if possible. No 
idea of how much, open to offers. Tel: 
0934 416258 and ask for AHsta<r 
WANTED Brother HR5 Printer, if possible 
and interface ink ribbon. Phone: 0383 
823441, ask for Jonathan Will pay £50 
ono. 

MIDI KEYBOARD WANTED possibly MK5 
or other if compatible with music 
machine. Tel: Derby 840275 at 
weekends or after 5pm on weekdays. Ask 
tor Philip. 

WANTED VTX5000 MODEM plus AMX 
Mouse (complete) Will swap for top 
Spectrum software. Write to: Anthony 
Brooks, 66 Sl.Johns Road, Stavefey. 
Nr.Chesterfleld, Derbys S43 30W 
SINCLAIR ZX PRINTER WANTED Will pay 
£1 5 for a good worWng pnnter with paper 
and manual Phone: 061 775 5303. Ask 



for Darren between 4pm and 6pm if you 
can help. 

WANTED any DOT Matrix Printer inter- 
face for the Spectrum. Make me an offer. 
Write to: Tony Evans, 40 Undfield 
Avenue, BtaMelaw Est, Newcastle Upon 
TyneNE53PJ. 

WANTED RAM MUSIC MACHINE end any 

software to go with it, or amateur prog- 
rams and any information on software 
such as 8-Tracks. Contact: Russell 
Burke, 4 Donside, Gateshead. Tyne and 
Wear NEW 8RE. 

WANTED any good printer and interface 
Also uames to sell or swap including: Liv- 
ing Daylights, Army Moves. Tel: 0273 
655767 after 6pm or write: Stuart Gould, 
48 Coidean Lane, Brighton, Sussex BUl 
9GE 

WANTED SPECTRUM 128 with cassette 
player, interface and Joystick plus games. 
Reasonably priced, good condition. Close 
lo Enfield area Tel: 01 605 6591 ask for 
Tony PorrB. 

hardware wanted Want to have all 
your hardware, even defect' Will swap for 
Software. Write to: J Ten Hagen, Von Bon- 

ninghausentaan 7 r Lisse 2161 ES, Hol- 
land. 

HOMEGROWN 
SOFTWARE 

FAST HOME GRAPHICS DESIGNER 

tteslgn up to 16 x 16 graphics, multi 
option, 1 00% machine code. Send £2 or 
H + tape and SAE. to: Peter Tiliey, 
Nirvana, Boiingy, Cornwall TR6QAT 
FINAL WHISTLE a six-a-side football 
managemenl game, featuring named and 
recorded scorers, player status, save 
game. £2.50. Write tor details to: 
Impetus, jQ Ashkirk Road, Normandy, 
Mddtestxxwgtt, Cleveland TS6 OEW 
ADVENTURE GAMEB0OK AID no more 
need lor pen and dice, just a Spectrum 
and gameoook. Send SAE. £1.50 for 
cassette to: A.&.A. S2Hiiicrest. Loughton, 
Essex IGW8PS 

PBM 

BOXING PBM send SAE for details to 
Lues, 26 Shakespeare Avenue, Hayes, 
MiddxUB4 QBl. flepty now to ensure your 
place. 

IF YOU'RE A COWBOY or an Indian then 
don't hesitate. Enter your dreams. Send a 
SAE. for details of CowboyVm to: Grant 
CargilL W Oiffbum Road, Arbroath, 
Argus. Scotland DDI T 588, 
CHAMPIONS a great new soccer simula- 
tion. Including European Ties, Internat- 
ionals cup competition. Full league 
acliDn. Send a SAE lo: Mike Busson, 32 
Beverley Road, Rutsllp, MrddxHA4 9 AW. 
PBM FORTUNE A world of high adventure 
featuring game graphics and player 
profiles. Write for details to: Foruna. PO 
Box MT34, Leeds LS177UF. 
THE ARMAGEOD0N GAME A game oj 
leadership, dptomacy, economics, 
espionage and nuclear warfare. Only 50p 
per turn (weekty) send El start-up to: 
TAG 21 Winchester Avenue, Penyfan, 
Cardiff. Wales CF37BT. 



PENPALS 

15 YEAR OLD MALE seeks Pen Pal of the 

same age. Every one answered. Write to: 
David Burke, 46 Purley Oaks Road, San- 
derstead. Surrey CR2 ONR. Pen Pal must 
be a girl" 

19 YEAR OLD FEMALE would like male 
or female Pen Pals aged 19 to 25. 1 own 
a Spectrum +2, Please send a photo- 
graph if possible. Kim, 12 Meadow Close, 
Cromer, Norfolk NR279JF. 

16 YEAR OLD MALE looking for female 
Pen Paf the same age or 1 5 years, Wrte 



to: Stuart Poiiard, 63 Avondate Road. 
South Croydon, Surrey CR2 6JE. 
WANTED FEMALE PEN PAL aged 13 16 
years to share Speccy and general 
interest. Write |rj: David Forsytne, 3 Come 
Road. Forest mi, London SE23 2JL 
Photograph if possible 
14 YEAR OLD LAO wants male or female 
Pan Pal. Your list of games for mine, to 
swap. Andrew Donerty, Barn Cottage. 
Squires Lane, Old Capstone. Nr toan- 
sfiekt, Notts NG21 9BP. 
FEMALE PEN PAL wanted age 14/15 
(must live abroad). Please include photo- 
graph if possible All letters wrll be 
answered. Write to: Richard Lawson, 97 
Cyrano Way Grimsby. South Humbs 
DN379SQ. 

MALE GRAPHIC ARTIST 35, SpdCfrtfV 
owner, seeks male/female pen friend. 
Also Interested in creating unusual soft- 
ware. Preferably Wales. Cornwall, Scot- 
land. Ireland areas. Write to: P. Jones, 
138 Cimta Road, Neath. W.Glamorgan, 
S Wales SA113W, 



SOFTWARE SALES 

FOR SALE brand new games, hardly 
played. Living Daylights and Survivor. 
5Dp each, receipts included Contact: 
Robert Hember, 48 Hazeiton Road. 
Marihrook, Bromsgrove 651 OJE 
SPECCY SOFTWARE for sale. Exoion £5, 
Catch 23 £5, Mad Max £4, Contact Sam 
Cruise E4, aJso Inspector Gadget not yet 
released in England £8. Phone: Andy 
McMillan on 06 1 7667034. 
FIVE GHEAT GAMES on one tape: Footy, 
Argo, Top Dog, Lazer Ride and World 
Series Cricket it's a bargain at only 
£5.95. Write to: N Humphreys, Penrhyn- 
coch Post Office. Aberystwyth, Dyfed 
SY233EH. 

FOR SALE SOFTWARE and mags. 
Renegade £3, Nipper 2 £4 I have all the 
Crash, Your Sinclair, Sinclair User and 
C8.VG mags. Mark Hunt 59 Hood Close, 
W Croydon CR03SR. 
m GAMES FOR SALE from 50pi All 
originals. Write to: Kevin Goldsbraugh, 5 
Lime Avenue, Darlington, CoDurham 
DLJ 3AN. Or Tel: 0325 488196 after 
8 . 1 5pm and ask for Kevin, 
GAMES FOR SALE Quill, illustrator and 
flj/cMIO the lot. Feud, Amaurote, Motos 
and lub E5. Star Glider £5, Tomahawk 
£3, S & S £3, White Lighming £3. 
Kempston Interface £3 and many more. 
Tel' 0239 78379 ask for flick. 
FOR £3.50 Top Gun. Paper Boy and 
infiltrator. For £2.50 Dragons Lair and 
Spy Hunter £4 for 6Pak For a ksl send a 
SAE lo: James Laus, 96 Washington 
Road, Woodthorpe, Notts NGS 4NR 
SALE package of t6 Spectrum games. 
Including The Hohbit, Starstrike, Super- 
bo wl and Swords & Sorcery. Worth £115, 
will sell for £40. Phone: 0251 26379§ 
after 4.30pm or weekends and ask for 
Roger. 

FOR SALE Academy, Tau Ceti, LOM, 
A vafon, Spitfire 40 and Their Finest Hour 
all £5 GAC. £9. Ooomdark's Revenge 
£6. Contact: David Adams, 9 San Jose 
Ctose, Mount Road, Hastings. Sussex 
TN35 5P J 

FOR SALE KitledtMttiDead. GreatEscape 
and Vampke, all for £11 . Phone: Grimsby 
51O0D anytime and ask lor Paul. 
SOFTWARE FOR SALE from £1 - £5. 
Includes Dan Dare, Elite, ID and many 
others. Originals only, Piease send for list 
Write to; Philip Latham, 10 Hazlemere 
Avenue. Macclesfield, Cheshire SK11 
6U 

SOFTWARE SWAP 

GAP SOFTWARE SWAP. Get nd of your 
unwanted pieces of software for new 
ones, cheap. For details send SAE to: G 
Brwjgs. 14 Riby Court. Hbtton-Le-Ctay, 



Grimsby, SHvmbs DN36 5BT. Please 
write soon! 

WILL SWAP Hydro Fool, War, Xevious, 
World Games or Avenger for Road Run- 
ner, Rana Rama, Terra Cresta, into The 
Eagle's Nest or Top Gun. Phone: 0705 
737411 ask tor Bnen. 
A LOT OF latest titles to swap, Send your 
list lor mine. Write to: Declan Mulligan, 
68 Bolton Park Road. Whitehall, Dublin 9, 
Ireland. 

SWAP ANYTHING DECENT lor any nf the 

following lub Great Escape, Bobby 
Bearing, Storm. Pyracurse, Ouazatron, 
Super Sfeum, Amautrote and Mind 
Shadow. Tel : 0223 834877 after 5pm ask 
for Matthew 

WILL SWAP recent games like Death 
Wish ///and Renegade ar\6 torts ol others, 
Phone: 0 1 46B 7380 ask tor D J McGrath 
WILL SWAP Amaurote, Strike. Fevdanti 
The Master tot How To Be A Complete 
Bastard, Head Over Heels and Leader 
Board. Originals please. Eddie ScanL 26 
Jubilee Crescent, Amiston, Gorebridge. 
Midlothian EH23 4X8 
LOTS Of GAMES to swap, old and new 
Send your list for mine. Also wanted Won- 
der Boy and Super Bowl. Write to: Tom 
Gibblns, 130 Outer Circle. Taunton 
Somerset TA1 2BV 

GREAT TITLES such as Urutium, Bobby 
Bearing, Endure Racer, Now Games One, 
GAC. and others. Would like Exoion, 
Head Over Heels. Elite and PAW. Tel: 
0652 33435 ask for Martin. 
LOTS AND LOTS of games to swap. Send 
your list for mine. All letters will be 
answered. Write to; Tlmo PartaJa. Papin- 
katu8A19, 33900 Tampere, Finland. 
WANTED Chaos and or Theatre Europe. 
Willing to swap games such as lynaps, 
Exoion, Rats, Vulcan, Aliens and more. 
Write to: Colin McLachian, SQftfng, Cen- 
tral Scotland FK7 7DT. 
WILL SWAP Too Gun tor Head Over 
Heels. Contact: Keith Lloyd, 50 Princes 
Boulevard, Bebington, Witrai, Merseysihe 
L635LW. 

SWAP Dragon's Lair t and Faidight 2 for 
Glider Rider, They Stole A Million, Into 
The Eagle's Nest and Avengers. Swap 
one tor one. Contact: David Cockayne, 87 
Ogley Road, Bruwnhitis, Walsall. West 
Midlands WS868D 

HAVE YOU GOT TaiPan, Leader Board or 
Star Glider? If you have I wiil swap you 
6Pak or Now Games IV (includes Oan 
Dare). Contact: Chris Dempsell on 0204 
791002. 



Send SAE to: Dave Keith, 248 Pappert 
Estate. QonhiU, Alexandria. Dunbarton- 
shire G83 9LQ. For full list 

SOFTWARE 
WANTED 

WANTED Renegade, will swap tor Winter 
Games and Bruce Lee or tor The Great 
Escape. If interested, please Phone: 
Dominic Hogan on 0442 833121 . 
WANTED Elite by Firebird. Will swap for 
GAC, Game Over, i Bait, Turbo Esprit, ' 
Storm Bringer or any combination. Must 
be in very good condition . Contact: Simon 
Hooper, 54 Elm Tree Ctose, Kingsbury. 
NrJamworth, Staffs B78 2JG Tel: 
H73722. 



OTHER 

AMAZING OFFER over 90 pokes on one 
tape. Pokes for all the latest games, fully 
compressive Instructions, Send £2 and 
a SAE to; P, Terr, 9 Rediake Meadow. 
Buckneti, Shropshire SY7 OA Y. 
ATTENTION SPECTRUM OWNERS hard- 
ware, games and mags for sale. For 
further details Tel: Newcastle 2674045 
Dr write to Wayne Green. 5 Ciipstone 
Close. Throckly. Newcastle Upon Tyne 
E15 9LU. 

FOR SALE One Off Road Radio Controlled 
Car. Only car, not controls, scale speed 
28 M P.H., chunky tyres, uprated springs, 
stickers Just over a year old £35 Tel: 
0424 32444 ask for Nigel Bell. 
SPECTRUM PLUS £55 Ram Turbo Inter- 
face £1 3 Lots of software for sale or 
swap for R,P.G stuff, Also lots of 
magazines for sale Tat 01 801 Qt25, 
ask for David 

^3 OWNERS Character designer to 
create, save, load, sets to disc or tape. On 
tape tor only £1 .75. Send cheque to: Mark 
Joyce, 103 Maiden Road, Witham. Essex 
CMS WP. 

BARGINS GAL0HE plus fabulous range 
of homegrown software, all in Chic Com- 
puter Club's Winter Newsletter. For free 
copy Tel: 0753 884473 or write to. Steve 
Winter, 28 Crtss Grove. Gerrards Cross, 
Bucks SL99H0. 

AftTIST, a great detailed art program. The 
programm works with Currah Speech. 
For listings send £1 Postal Order to: 
Jamie Snape, 25 Shear Bank Road, 
Blackburn, Lanes BB1 SAP. 



SORRY! FULL UP 

Overwhelming response to trie CRASH Classifieds means we can't print 
a form for your free ads this issue - there's such a backlog waiting to get 
m the magazine. Just keep your assets frozen for another month . , . 



Q.E.S. 



Quality Approved Computer Service Centre 

We repair all Sinclair Computers & Peripherals 
LOOK While you wait service / fixed prices. 

SPECTRUM E16.95 FULLY INCLUSIVE 
ALL units fully overhauled and guaranteed. 
ALL Computer Spares available by post or over 
the counter. 

Keyboard Membranes Spectrum Rubber Mai £4,95 

ZX81 £4.50 Spectrum Power Units £12.60 

Spectrum £4.25 41 16 Memories 5 Op 

Spectum + £4.95 4164 Memories £1.10 

Please add Ei p &p 
Upgrade your Spectrum lo a Spectrum + £29.95 « £1.50 pip 
For help or advice give us a ring (0202) 665313 
Trade 4 School Enquires Welcomed 
Q.E.S. y Unit A, 36 Lagland St, Pool*, Dorset BH151 QG- 
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ROMANTICALLY 

YOURS 



If I win a second prize I'd like to get Romantic 
with (tick one): 

Multiface One □ 
Multiface 128 Q 
Multiface 3 r] 
Multiprint 

But as a runner-up I'd be just as happy to 
receive (tick one): 

Wriggler □ 
Music Typewriter □ 
Lifeguard □ 
Genie □ 

Remember: to use Lifeguard or Genie you 
must have a Multiface One or Multiface 128! 
Now solve the word square , . . 
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And complete the tie-breaker with up to ten 
words . . . 

Romantic Robot are so old 
they 



WITH 



VALENTINE'S DAY, The Year Of The Robot and our Tech Niche 
Supplement - well, we couldn'i resist it, we just had to have a 
Romantic Robot competition! 

For years Romantic Robot has been at the forefront of hardware- 
development on the Spectrum. In fact, the Robot team has produced so 
many useful add-ons we couldn't decide what to give away in this 
competition. 

But one thing we could be sure about: everybody could use a 
Videoface Digitiser for capturing Ihose magical moments of TV on your 
Spectrum screen. This complex gadget will (combined with a video 
recorder or video camera) provide hours of fun tor anyone with the 
slightest artistic bent - you can capture a picture from real life, play with 
it as a Spectrum graphic, and send the altered image in to On The Screen! 

The Videoface Digitiser is also very useful for creating those realistic 
backgrounds in games - many large software houses use it. 

So one little black box will be on its way to the winner of this word- 
square competition. 



CHOICE OF PRIZES! 

Five second-prizewinners will get their Choice of prizes: either one of 
Romantic Robot's famous Multiface series, or a Multiprint pnnter 
interlace. (For words on those, see the Plug-in Potential section in this 
month's Tech Niche Supplement - |ust a few pages on,) 

And a further 30 rvnners-up can choose one of the following software 
prizes: Wriggler (an Issue 15 CRASH Smash maze game); Music 
Typewriter [a Clever littie utility for composing music); Lifeguard {a handy 
infinite-lives-finder for hacking addicts); and <3en/e (a disassembler). 

{Please note that Lifeguard and Genie will only work with a 
Multiface One or Multiface 128 - they're no use without the hardware!) 



THE TEST OF LOVE 

You don't have to be a technical genius to win these fantastic prizes. In 
the word square are hidden ten hardware- related words - running 
backwards, forwards, up, down and even diagonally. Just find them all, 
put a line through each, and complete the tie-breaker in no more than ten 
words by coming up with the most cleverly amusing sentence you can 
devise- 
Fill in the form below - ticking one box in each of the two prize sections 
- and send Off your entries to ROMANTICALLY MINE C OMP T C RASH, 
PO Box 10 t Ludlow, Shropshire SYS 1DB. 

Entries must reach us by April 5. and the decision of CRASH'S 
appointed judges Is final (rule- breakers will be digitised and have their 
pixels pufled out one at a time). 



POSTCODE 
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AFTER SALES SUPPORT - GrtrV From Stftca 
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FREE CATALOGUES - Only From Silica 
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+VAT=£299 



SO MUCH FOR SO LITTLE! 

There is nothing that can compara with the incredible value lor money offered by Atari's 
520ST-FM. For only £250 ( + VAT=£299)< you can purchase a. powerful 512K RAM computer, 
wiih a 95 key Keyboard {including numeric keypad), MIDI interface. GEM, a palette of S12 
colours, mouse controller, and a S12K builHn disk drive. The 520ST-FM has a TV modulator 
bulll-in. and comes with a lead lo allow you to plug it straight Into any domestic colour 
letevision set. The mains Iransfc-rmer is also built-in to the keyboard, so thare are no messy 
external boxes, You couldn't w>sh lor a more compact, powerful and stylish unit. Atari ST 
computers are now firmly estabhshed in the UK, there are nearly 500 software lities already 
available lor a wide variety of applications and the list le growing all the trme. And that's not 
all When you buy your new 520ST-FM {or any Atari ST computer) from Silica Shop, you will 
gel a lot more, including a FREE Silica ST Starter Kit worth over £100 Read the ONLY FROM 
SILICA section on the loft, to see why you should buy yrjur new high power, Jow price 520ST- 
FM from Silica Shop, Ihe UK's N>o1 Atari Specialists. For further details ol the range ul Atari 
ST computers and tha FREE Silica ST Starter KI1, compiete and return the reply coupon below 

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299) 

^MST-FM with 512K RAM 4 mono monitor £3M line VAT) Upgrade Ironr 512K RAM lo 102« HAM CHX dnc VATh 



ATARI D40ST-F - NEW PRICE 

We ar* plB**rt Id Minounea ■ new reduced pneo pain an the. 
104OST-F which ib now bvbiupIb lor only «M (IlK VAT,. Tt» 
10+0 ^ j powexlul comparer with 1*Ab orflAW end ana include* 
• bulli-m 1Mb dojcila aided 3w* diak driira Tf* 1M0 na* been 
daajgnad ipr um pn rJHia^rt*t Ihtt pMHrtHatoneil appliClbroriB 
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monltpc It S9M not Hheafjror* blue an HF rnoduleior Mr idi 
WdOl t domealre TV est MctUulHtors con be lined for H9 (toe VAT |. 
*5 r-.' HfTtrom rWTwaf Mtanftar tmincvAW 
at AkMJJ 
trs-betow 

MEGA STTt NOW IN STOCK 

Fbr Mna uur who rwqmne, e«n mpr* RAM (Nan 1h# SZ0 tM 1040 
ST'* oh>i rht hflW MEGA ST COmputani ar* raw available 
Th*rt wi« IwP MEGA ST'i, one wiih JMij ol RAM and (h« otlloT^ 
wilh ■ rnaauvw 4Mb Sffttl P*W CompMlBfB ITS ruMy CompatiUlD 
wtlh Klibng 5Ti amd run curronlry arMllabb ST soltwrntai T he 
MEGA STb ar> aiytajtt a* an aacpilMjabtfl CMtfal PhKHalnrj 
Unit with, open archltecti/tr; and a flntachniito t*y*a*td Thay 
are Bjpphed wtlh OEM, a ftaa rtiCKjaa CdAlrsllaf HrTd all UlrAl 
aawth toa^or 10*0 FV-CW aifi ** lOil&w* 
i»fl^^r,llrAr > .,rv»rU',>V .. bW/w'M 
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I PLEASE SEND ME FREE LITERATURE ON THE ATARI ST | 
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SPRINGTIME 
SOFTWARE 

B 



E PREPARED f an 
Activision attackl 
Championship 
I Sprint, which should 
be available now for 
£9.99, is the follow-up to Electric 
Dreams's coin-op conversion 
Supersprint {58% Overall in 
issue 46}. The basic game Is very 
similar to the original, but the 



Cartwrlght of Hacker K Hacker ft 
and US Aliens fame provides the 
code. 

SEPTEMBER 
CANCELLED 

Sadly Actlvision's September, 
previewed last issue, won't be 
released after all (though it might 



► Supersprini follow-up i Act! vision's Championship Sprint 




programmers have listened to 
criticisms of Super Sprint and 
produced a far superior version. 
With the circuit designer up to four 
tracks can be designed at a time - 
complete with ramps, gates and 
snort cuts. 

Also from Acti vision there 's The 
LastNinja, which could be out any 
time now. 

But we'fl have to wait till March 
for the next batch of releases. The 
first is Gee Bee Air Ratty, a flight 
simulator based on the famous 
Granville Brothers. The Gee See 
was one of the Thirties' fastest 
planes - but it was cumbersome 
by modern standards. In this 3-D 
air game you must race against the 
competition, going under as well 
as over them - and bailing out 
when things get a bit tough! Steve 
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appear on a compilation}. But for 
the strategically minded there's 
still 77m Corporation to took 
forward to. In The Corporation it's 
the year 3026. and as commander 
of a robotic mining team you must 
prove your worth to one of the two 
all-powerful Corporations by 
finding the piecious Minorthian 
crystal before your nvals do. The 
race is on in March for £7.99. 

Fans of the hugely playable Data 
East coin-op Kamov will be 
pleased to see Electric Dreams's 
grand Spectrum version breaking 
new ground in Spectrum coIckjj*. 
You play a fire-breathing Russian 
battling through nine levels of 
angry dragons and kilter biscuits 
to find the lost treasure of Babylon. 
The lost treasure and trie biscuits 
are yours for £9.99 In March. 



FRENCH 
MUSTERED 



FRENCH software llOUM Loricieis j K* 
to do whai Napoleon never could - 
conquer Britain. Since Jusl last month, 
Paris- basetf Loncieis has been marketed 
in the UK by Elite under a long-term deal 
signed at the September 1987 
flCWShow. And Loricieis expects to 
release op to 14 titles in Britain this year 

The first Spectrum release will be 
Super Ski. a ski simulation scheduled for 
bate spring. 

There'll be games for IBM PC- 
compatibles and the Atari ST as well as 
8-blt machines released under the Elite 
agreement, a 'tang -term relationship' 
which replaces an earlier arrangemenl 
wilti Activisiwi and wfuch Elite expects to 
test at least two years. 

Packaging and in-game text will be in 
English, and Loricieis is orriy releasing 
about a quarter of Its French games tiere 
- because, says founder Lauren! Weill, 



some ol its adventures are too 'French- 
minded' . (For instance , one is based on a 
novel by 19th-century French writer 
Victor Hugo.) 

Weill criticised Infogrames al 
Lnncieis's official UK launch in the 
National Motorcycle Museum near 
Birmingham, saying the rival French 
house is releasing ail the product they 
have In the UK even if it's French- 
minded'. 

Besides games, the four-year-old 
Loriciels - which Elile boss Steve Wilcox 
describes as the major French 
entertainmwt-sortware house r - has 
produced a best-selling word processor. 
Evolution. 

And its Microlds division, which 
developed S^ier Ski and the successful 
16-bit racing simulation 500cc Grand 
Prix, also works on domestic robots. 



Setting YET MORE new 
standards in graphics is Softeks 
Ace label. For E8.99 you can be 
the eponymous hero of Soldier Of 
Light, defending another planet 
against enemy invasion. (What's 



wrong with Earth? Why won't 
anyone ever invade us?) 

And then there's Men 
Syndrom* at £9.99, another 
arcade tie-in. 



UNBALANCED 
BUDGETS 



AVAILABLE now from Mastertronlc s 
£2.99 HAD. X label is ftockfort, with 
Hockman on the B-side - me last word 
in the Bmiidettiash genre 

Watch out for the distinctly 
unecotoglcaJSipweon Mastertronfc's 
Bulldog tabei You jse pesticide to put 
down the ever- multiplying spores, and 
when upsetting, the balance of nature 
gets dul there's a screen editor for 
everlasting value. 

And on the Mastertronic label itself is 
Partner, in which you fly around me blue 
skies saving persecuted cities - a 



humanitarian conscience-sop after 
playing Spore, perhaps. 

In March Players, which brought you 
Joe Blade, lets out Detrtim It's taken 
author Paul Griffiths {Riding The Rapidq 
more than two years lo finish and 
contains almost 10QKof code. Contact 
has been lost with the plutomum 
reprocessing plant, and rumour has It that 
Jabba McGut is up lo his old tricks again , 
It's up to you to jettison the contaminated 
areas Into space ... so send those 
pesticides with 'em 



TAKING THE MOUSE 

Gremlin Graphics' s cartoon tie-in 
Mickey Mouse will surely be one 
of the most popular cartoon 
licences. 

Mickey is staying In Disney 
Castle where four wicked witches 
have, under the influence of the 
Ogre King, stolen poor Marlin s 
magic wand. Using the wand the 
witches have cast a spell over the 
whole land and put everyone 
under the power of the Ogre King. 

And, addha insult to iniury, the 
wrtches have "broken the wand in 
four. If Mickey can put it together 
again, after searching for the 
pteces In four monstrous towers 
guarded by ogres and wily 
witches, the spell wilt be lifted. 

But if you think Gremlin's 
Mickey Mouse sounds macho. 



story for US Gold, selling over 
250,000 copies across all 
computer formats. Following 
closely in Its tiretracks is Road 
Blasters, art Out Run for 
aggressive drivers. 

Back to shooting 'em up , , . 
Martech has the long-lasting 
Commodore 64 hit Crazy Comets 
coming for the Spectrum. 
Tremendously addictive simplicity 
is its strength. 

From Palace Software and the 
authors of Barbarian comes 
Rimnmner. described as a 
'multiplane scrol ling-landscape 
fast-and-furious shoot'em-up'. 
it's written by Steve Brown 
{Cauldron, Cautdron ii and 
Barbarian), and Richard Joseph 
{Barbarian) helps out with the 
sound i As an Insectoid warrior you 
must patrol the perimeter of a 
colony against the deadly 




► From the Fxolon author: Kewson's Cybemoid - The Fighting Machine 



wait till you see Heweons 
Cybemoid- The Fighting 
Machine, programmed by 
Raffaele Cecco (whose hits 
include Exoion and Equinox}. It's 
very much in the Zynaps style - 
blast the backsides oft alt and 
sundry (all and sundry being 
pirates) and increase your fire 
power. 

DRIVING AND 
SHOOTING 

Despite middling reviews Out Run 
has proven a tremendous success 



Arachnoids, by the way. 

Steve Brown is now turning his 
attention to Barbarian fi- more 
violence, no doubt. 

Palace is also launching a brand 
spanking new label next month - 
Outlaw, Its first release, Troll, is 
described as ' pure arcade 
mayhem* - and looks Hke it could 
be precisely that, programmed by 
Spectrum veterans Denton 
Designs [Double Take, Frankie 
Goes To Hollywood, Gift From The 
Gods). Battling against a horde of 
goblins you must escape from the 
netherworld of Marc, using your 



► 'Pure arcade mayhem 1 : Outlaw's Troif 



own supply of escape holes to find 
the elusive exit 



GRAFTGOLD/FIRE- 
BIRD FIRST 



Steve Turner {Pyracurse, The 
Seidabb Trilogy. Ouazatron), now 
a member of the Graftgold 
programming team, releases his 
first game under the new 
TeJecomsoft/Graftgold deal next 
month. 

On the Firebird label, it's the 
follow-up to Hewson's Immensely 
popular Ouazatron (94% In 
Issue 29). Magnetron brings 
KPL-2 back for another platform 



Then there's the coin-op 
conversion Double Dragon and 
an American-football game 
endorsed by Denver Broncos 
quarterback John Sway, 
unimaginatively titled Quarterback 
- both should be out in early 
summer (if we get one). 

Recently-launched Destiny 
Software is covering lots of 
different genres with Its next few 
releases. In Seven Minutes To 
Midnight you must defuse a 
terrorist bomb in the centre of 
Moscow. Diamonds, with a 
strong strategic element, sets you 
the task of building a spaceship. 
And for the adventurous there's 
King, programmed by St Brides 
( Jack The Ripper). 



► Of course Ikaribout you still 




adventure on the space station 
Quarteck. By dismantling the 
enemy KPL-2 can boost his 
energy and fire power and 
eventually locate and shut down 
the main reactors of this metallic 



It's mad. it s bad, and It's very 
late! Elite's fkari Warriors will 
finally reach the Spectrum in the 
next few weeks. One or two 
players trek through the jungle, 
swimming across swamps and 




► At last: Elite's than Warriors 



monstrosity. 

Tie-ins are coming from all 
directions at Melbourne House - 
though you'll have to wart a few 
months for them, First out should 
be Drolds, a licence of the popular 
children's TV show based on the 
adventures of Star Wars veterans 
R2-D2and C3-PO. 



blasting everything that moves, 
which obviously doesn't include 
Elite's programmers. 

Lastly, there's the follow-up to 
Incentive' s Smashed Driller- The 
Dark Side, also using the 
innovative 3-D landscape- 
generation technique Freescape. 
More news soon . . . 
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DOMINIC HANDY on video 



BRATPACKER Rob Lowe 
Is back on our sc reens this 
month in Square Dance 
{Sony, 1 5) Lowe plays a 
retarded young 
Southerner who meets a lady 
played by newcomer Winona 
Ryder. The emotions unfold as the 
two build a relationship against the 
wishes of her parents. Square 
Danes is a complete change for 
Lowe, and he performs admirably. 

The fourth in the Superman 
series, subtitled The Quest For 
Peace (Warner, PG) is now out and 
the superhero/reporter is after the 
unsuspecting criminals again. Still 
carrying out good deeds, red-pants 
Reeve hurls all the remaining 
nuclear missiles into the sun - a 
good idea, you may think, but no. 
With all this energy Supe 'sold rival 
Lex Luthor creates Nuclear Man, a 
man who can melt iron and drill 
through buildings. 

Has Superman met his match 
(again)? Will anyone notice that 
M etropolis is real ly Milton Keynes? 
Isn't Margot Kidder a bit old for all 
this now? Who cares? 

We've had Gremlins, Carters and 
Ghouttes - and now we have 
Mtfm*lM{MGM/UA, PG). And the 
terrorising little blighters are In 
your local hire shop now. 

Kelly McGlllk last seen flying 
high in Top Gun, is still up in the 
clouds in Made in Heaven (Guild 
Home Video, PG}, starring with 
Timothy Hutton in a story of love 
that has no barriers. 

Jeff Goldblum stars m David 
Cronenberg h s TA* Ftyr (CBS/Fox, 
18). The ads say ' Be afraid, be very 
afraid ' - 1 saw it at the cinema a nd 
was absolutely scared out of my 
seat! If you miss this you'll be 
missing one of the greatest ever 
remakes (Kurt Neumann's version 
came out in 1958). Chns Walas 
{House fl) and Stephen Dubius won 
Oscars for the terrifying makeup. 

In Crimes Of The Heart (CBS/ 
Fox. 15) Jessica Lange, Diane 
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Keaton and Sissy Space* star as 
three wild 'n 'wacky Southern 
sisters who get back together for a 
crazy, but fateful, reunion. 

The big teen flick for the 
beginning of March is The Secret 
Of My Success (CIC Video. PG). 
Heart-throb Michael J Fox stars 
alongside Helen Slater in this very 
enjoyable romp about corporate 
life. Fox plays Brantley Foster, a 
small and insignificant member of 
a multinational company. 

By reading the office memos 
and phoning a few people, using 
various fake identities, Brantley 
sets h i mserf up with his own office, 
complete with nameplate .;, but 
his job is as a mail boyl And keeping 
his job going is only one of Foster's 
problems as he starts receiving 
advances from a junior executive 
(Slater) and his uncle's wife. 

If you're heavily into deep 
dramas, look no further than 
'night Mother{C\C Video). It s the 
story of a young woman who is so 
set on ending her life that she 
prepares well in advance -but her 
mother finds out and tries to 
dissuade her. 

It turns out that the young 
woman, played by the highly- 
regarded Sissy Spa celt suffers 
from epilepsy and has a failed 
marriage and a delinquent son. Life 
has been cruel to her so she might 
as well finish it as soon as 
possible . . . 

Anne Bancroft plays the 
suffering mother, who also comes 
to bel ie ve that Jess ie m ight just as 
well be dead. But she 's got the guts 
to live or die - which will she 
choose? 

Ex-bratpacker Emilio Esteve2 
currently being seen on the cinema 
screens with Richard Dreyfuss In 
Stakeout, wrote and directed 
Wisdom (Warner). He also stars, 
alongside Demi Moore, in this 
poorly- written Bonnie And Clyde 
partners-in-crime clone. It's only 
tor real fans of the attractive 



couple (who nearly got married, till 
Bruce Willis jumped in and popped 
the question to Demi}. 

You may have seen cult 
comedian Pee Wee Herman 
(Paul Ruebens In real life) makinga 
few TV appearances in the UK last 
year - but apart from that he's 
been unknown this side of the 
Atlantic. Mow this stick-like 
character who revels in acting like 
a helium-breathing hyperactive 5- 
year-old is in a film of his own. 

Aptly named Pee Wee's Big 
Adventure garner, U) it s a very 
childish excuse to string together a 
few good gags and make a feature- 
length movie out of them. Not 
surprisingly, it fails dismally, and 
the soundtrack (by Danny Of man) 
is the only saving grace. 

On an even lighter note, CIC's 
March 18 release gets my award 
for Title Of The Month - Amazon 
Women On The Moon}. Of course 
it's a parody of those {infamously 
tacky SF flicks of the Fifties. And it 
has a star-studded credit list; Joe 
Dante [Gremlins, fnnerspace) and 
John Land is [Trading Places, The 
Blues Brothers) are directing, and 
the stars include such favourites as 
Carrie Fisher [Star Wars), 
Rosanna Arquette {Desperately 
Seeking Susan, After Hours), Stove 
Forrest [Spies Like Us], Michelle 
Pferffer (Ladyhawke and The 
Witches Of EastwicQ and Sybil 
Banning [Dhw$\ 

Several superbly-written short 
stories are cleverly, and 
successfully, joined together to 
make Amazon Women On The 
Moon (shades of the Leather 
Goddesses Of Phobos game?} one 
of the most interesting releases of 
the month. 

The Big Easy (RCA/Columbia, 
15) stars Dennis Quaid 
[Interspace) and Ellen Barkin. 
When tough cop McSwain (Quaid) 
is framed for accepting protection 
money the Assistant District 
Attorney (Barkin) tries to get him 
cleared. Quaid and Barkin make a 
perfect awkward screen couple - 
they both Jove the other but don't 
want the other to find out! 

Then comes La Bamba {RCA/ 
Columbia. 15). the story of rock 
star Richie Valens, who was 
tragically killed in the same plane 



► Any evening you like: The 

Living Daylights comes soon 

crash that took the lives of Buddy 
Holly and Big Booper. Newcomer 
Lou Diamond Phillips plays the 
young Mexican fruit-picker with 
dreams of becoming a rock singer 
and nightmares of an airplane 
crash - and both come true. 

The main drawing point of the 
film is, undoubtedly, the 
soundtrack: the title song and 
album went to Number One in the 
UK charts last autumn. 

Alan Parker latest, Angel 
Heart (Guild Home Video, 18), 
arrives in late March starring 
Robert De Nlro ( The Godfather, 
The Deer Hunter, The 
Untouchables, everything else) and 
the bestubbled Mickey Rourfce 
\9te Weeks). Desperate private 
investigator Harry Angel (Rourke) 
will do anythingfor a quick buck, so 
when the mysterious LouisCyphre 
(De Niro) offers him a contract for 
$125 a day he can hardly refuse. 
After all, he's only got to find a big- 
band singer - no problem. 

But the problems start when 
Angel unravels Johnny Favorite's 
sordid past. Harry wants out, but 
Cyphre just raises the payments. 

The Living Daylights (Warner, 
PG) is the latest James Bond film 
and one of the best. Timothy 
Dalton takes the role of the suave 
secret agent for the first time, and 
Mary am d'Abo temps is the latest 
Bond Girl. And the new-look Bond 
movie - set in a recognisab!y 
modern world, not the vague Cold 
War Frfties/Sirties of the earlier 
films - even has a young new 
actress playing the secretary 
Moneypenny. 

But the boffin Q is still there, 
giving new meaning to the term 
J ghetto blaster'. And you still get 
the same old action-packed 
suspense-filled couple of hours. 

Much further into the future, 
there's Jaws The Revenge (ClC 
Video). The story line lacks a 
certain bite - as do all the sequels 
to the terrifying first Jaws film - and 
the rather fin fish tale simply 
doesn't wash, It's |ust kept above 
water (sorry) by performances 
from Michael Gairte Lorraine 
Gray and Mario Van Peebles 
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WIN £50 OF SOFTWARE! 

If you're ona of trie 50% who read magazines from back to front you won't 
know yet that beca use it 's CRASH'S 50th issue w© 1 re offering prizes in creased 
to £50! They're In lour sections; Playing Tips, On The Screen, Robin Candy's 
Scores and the charts. 

And here's another chance to win £50 worth of software, Just write the 
cSnwerest computer-related caption you can for the photo above and send 11 (the 
caption) in on a postcard or the hack ol a sealed envelope. 

The address Is G0L0£N CAPTION COMP, CRASH, PO Box % tvdtow, SfiropsMm 
SYB WB and the deadline is Aprfl 5 and the decision of CRASH'S appointed judges 
is final in all respects and the winning caption will be published and entries 
shouldn't be this long! 

To be eligible for all the increased prizes on offer this month send us your tips, 
maps, screens, scores and chart votes (using the forms on mis page) as soon as 
you can. The winners will be in the next CRASH, on sale March 31, (01 course, 11 
you miss the £50 prize deadline you ll still be eligible for the usual prizes in 
fallowing issues.) 



ave you . . . 

Ever thought of writing for 
CRASH? 

ff you haven't, don't bother reading on, Working on CRASH involves 
much more than playing games, and we're looking for someone 
committed to writing to become a Staff Writer here. 

The job consists largely of writing critical comments on games, and 
will also include writing some intros (the long, descriptive parts of each 
review) and features. Some general office administration is involved, a* 
is occasional travel within England 

The position is full-time and based in Ludlow; it will carry a small 
salary at first and a decent professional salary when you're a decent 
professional. 

The successful applicant, committed to learning the skills of 
publishing, will be a games-player who offers English as good as his/her 
high scores and can work as hard at proofreading as at BMX racing. An 
interest in adventures would be useful, tun CRASH staff have to work 
on all sections of the magazine. 

To be considered you MUST be available by the end of March, and 
be over 16 - we have lo obey the employment laws like anyone else. 
Ideally you'll have passed your Itfth birthday too. 

Some experience in publishing (working seriously on a fanzine or 
a school magazine, for instance) would be helpful but "it's certainly not 
essential. We really want to hear about your age, qualifications, 
interests, previous employment and school work-experience courses. 
Tell us what newspapers and magazines you read regularly, too. 

And we'd likr tin- names and nd drosses ot two referees <ru.it 
relatives or family trk'P.d- p-rkip* ,i leadier and <.i»iiwi»m j vou'vv 
worked for in a summer job?). 

There's more. To prove your writing ability , send us an intra and a 
criticism of a recent game, covering the points that CRASH usually 
does. Try to stick to straightforward, clear writing - bright, quick jacks 
of many trades, rather lhan literary pundits, are what we need. 

And as your final test we'd like you to tell us the name of the current 
MP for Chipping Bamet and his.' her party, a telephone number of 
Foregate Street railway station in Worcester, and the population of 
Marseilles, France (note your source). 

Send your application as soon as possible to: The Editor, CRASH, 
PO Box 20, Ludlow, Shropshire SYH I OR, Please don't telephone All 
applications will be acknowledged on receipt and some candidates will 
be contacted tatrr for expenses-paid interviews. 



VOTE FOR 
THE CHARTS 

HOW TO VOTE FOR YOUR FAVOURITE GAMES: give each 
of your top five games for the HOTLINE, ADVENTURE 
and STRATEGY charts a mark out of ten -the better the 
game, the higher the mark. 



ADVENTURE CHART 



TITLE 



MARK OUT OF TEN 



Name- 
Address 



Postcode . 



T-shirt size | "j 

This is the £40 of software I'd like if I win first prize but J know some 
games are unavaifable and CRASH can't promise anything 



Send this voting form to: CRASH ADVENTURE CHART 
PO Box 10, Ludlow, Shropshire SYS job 



HOTLINE CHART 



TITLE 



MARK OUT OF TEN 



Name ... 
Address 



Postcode 



T-shirt size |~ I 

This is the £40 of software I'd like if I win first prize, but I know some 
games are unavailable and CRASH can't promise anything 



Send this voting form to: CRASH HOTLINE CHART, PO 
Box JO, Ludlow, Shropshire SYS IDB 



STRATEGY CHART 



TITLE 



MARK OUT OF TEN 



Name ... 
Address 



Postcode 



T-shirt size 

This is the £40 of software I'd like if f win first prize r hut I know some 
games are unavailable and CRASH can't promise anything 



Send this voting form to: CRASH STRATEGY CHART, 
PO Box 10 r Ludlow, Shropshire SYS IDS 





AWAYviflTH A 
iONAL SfeEREO 
FROM 



DIGITAL 
INTEGRATION 




DIGITAL INTEGRATION'S ATF t reviewed on page 17, is much 
more than a shoot 'em-up. The fantastic flying game requires 
quick thinking as welP as a trusty trigger finger. And to get t h rou gh 
this CRASH/Digital Integration competition you'll need much 
more than luck. 

Five top winners will each receive a personal stereo and a 
copy of ATF, five second -prizewinners will each receive a 
Eimited-edition ATF sweatshirt and a copy of the game, and 
20 runners- up will each receive a copy of the game. 

Just answer these six multiple-choice questions on Digital 
Integration's history, products and progress. (Those with every 
issue of CRASH will find them no problem!) There's no need to 
cut out this page -just write the question numbers and answer 
letters on a postcard or the back of a sealed envelope, and don't 
forget your name and address too* 

Entries should be dispatched by the quickest fighter plane 
possible to DIGITAL INTEGRATION COMP, CRASH, PO 
Bom iO f Ludlow, Shropshire SYS IDS to arrive by April 5 
The decision of CRASH'S appointed judges is final in all respects 
- so get flying f 



1 Which Digital Integration game puts you behind the 
wheels of public transport? 

a) Bus Stop! 

b) Hire Car 
cj Taxi! 

114 CRASH March 1 988 



2 How much did the Spectrum version of Digital 
Integration's Fighter Pilot cost when rt was first released? 

a) C 1.99 

b) £7.95 - 
C) £9.99 

3 What accolade did CRASH give Digital Integration's Night 
Gunner? 

a) Game Of The Month 

b) A CRASH Smash - 

c) A CRASH Classic 

4 Who programmed Digital Integration's Tomahawk? 

a) D K Marshall 

b) R J Swift 
cj J M Seville 

5 Which Digital Integration game did Nick Phipps help 
design? 

a) Steigh Bert 

b) Top Dog 

c) Bobsleigh 

3 What anti piracy device was introduced by Digital 
Integration in Tomahawk? 
a} Lenslok 

b) Code Sheet 

c) Bed Sheet 




r i 




amy, 


M 
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Transport yourself to the year 
3010 where competition and sport 
have replaced blood thirsty lust for 
violence and confrontation, 



CBM 64. 12* - Cwwrtle, £1 1.99 DiiK 
AMS1RAD - £9 99 Caiutle. £14.99 Dnh 
SPECTRUM £B.99 



Iran tor™ was called from out of 
the ranks of the warrior forces, as 
leader of a band of outlaw 
mercenaries, whose mission Is to 
smash the growing power of 
New World NEBULH HOME. 
| CBM 64. 126 - £9-99 Cawetic. £1 1.99 Disk 
c AMSTRAD £9.99 CuuLte, £14.99 Dish 
l SPECTRUM £8,99 SPECTRUM < 3 £l 2J99 Di*k 



Sana ihota from Spectrum version, 





When New Texas screamed for 
an army of men . Earth sent one 
man - he was enough - he was 
BraveSUnr™ 

CBM 64.' 1 29 - £9.99 Cjtuelle. £ 1 1 .99 Dfafc 
AMSTRAD - £9.99 Caiielte, £14.99 Dhk 

spectrum £6-99 



In a vast, expanding universe 
the challenge is survival. 
Battle against the tyrannical 
Bozon, who aims to exterminate 
the Earth and its people. 
CBM 6*128 - £9,99 duett*. £l 1.99 Di*k 
AMSTRAD - £9.99 Cassette, £14.99 Dbk 
SPECTRUM LB 99 




